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1. Do you believe that extraterrestrial 
life has visited this planet? 

(A) Yes 
(B) No 
(C) None of the above 
(D) I didn’t understand 


the question 


2. How many alien life forms have 
given you a free set of steak 
knives? 

(A) 1 

(B) 2-6 

(C) 7-32.5 

(D) I had to pay for mine 


3. If a train is leaving 
New York City at 25 mph and 
a flying saucer is leaving 
Saturn with a crate of 
Argosian fizzle-garglers at 
9,675.3 mph, how long until 
the world ends? 
(A) 5 minutes 
(B) 1 day 
(C) Depends on what the train 
engineer had for breakfast 
(D) I’ve never heard of 
the planet Saturn 


If you answered ‘E’ to any 
of these questions, you're 
iri | material! 


\A\ Lamy 
¥. WEND 


If you cannot find this or any other West End product at your favorite hobby, toy or book store, 
call 717-253-0990 ext. 76 or find us at WEGSales@/aol.com to order directly. 
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‘Attention Gamers! It’s timelonce again to select the best game a Ana game-telated 
at the annual Origins Awards. Please vote for one 






releases of the past year (1996) f 


release in each category. Return your completed ballot. by July 1st. And feel free to 
photocopy this ballot for your own use or to pass it on to other gamers. Origins Award 
winners are announced every year at the ORIGINS national gaming convention. 


Deadline: July 1 





Best Historical Figure Miniatures Series 
__ 15mm Civil War ................ ... Musket Miniatures 
—_ 15mm Mexican War ...............0... Musket Miniatures 

15mm Napoleonics .......c0...0c. eee Minifigs 
_ Alder 6mm Napoleonics .... . Stone Mountain 
Daimyo 25mm... Se « Reaper Miniatures 
Early WWII Germans Range ... .. SHQ Miniatures 
__ Write-in Title: — _ 

Manufacturer: 


Best Fantasy or Science Fiction Figure 
Miniatures Series 
Battletech .. ie 
_ Combat Express: Wings of Death . 
__ Shadowrun Dunkelzahn .. ae ... Ral Partha 
Warhammer 40,000: Chaos ........... Games Workshop 
__ Warhammer Fantasy Battles: Lizardmen ..... Games Workshop 
Write-in Title: 


.. Ral Partha 
A tron Crown 


Manufacturer: = 
Best Vehicular Miniatures Series 
Battletech: Mechs & Vehicles. .......... nie .Ral Partha 
Collectors WWII Pacific Theater Aircraft ....... SIMTAC 
Full Thrust Starships .. ee eee . Geo-Hex 
Be CREE cccnearcapsinncccntentins naecenninces ni Dream Pod 9 

SOE E GUE SSIGS. cece eemeeteecceener eens cnverneneseaeee RAFM 
Write-in Title: 

Manufacturer: _ 


Best Miniatures Accessory Series 
15mm ACW Accessories .. Stone Mountain 
15mm ACW Buildings ............00.... , - Musket Miniatures 
Gothic Science Fiction Buildings....... Monolith Design 
@]0]1 Fly ie (=| ¢- sibs . Games Workshop 
Tiny Terrain City and Airfield Targets ... SIMTAC 
Wild West Hollow 25mm House .. - Tactical Contlict Systems 
Write-in Title: 
Manufacturer: 


Best Historical Miniatures Rules 
Hostile Aircraft 2nd Edition ................ Goblintooth Ent. 


JONNY FRED. ...eccececnsecrrecseens Johnny Reb Game Co. 
PRRLLCLN el nauinaginansinvenaateisetere nm srhavensiuassaes Emporer's Press 
___ Red Sun Blue Sky sacs scsehevcccesssteesesdsenerenaess SIMTAC 


Road to Osaka ..... Sistas teed vats .. Daisho Publications 
Sons of the Desert ........ sceevabean taaveaisG Emperor's Press 
VOIIQOUE .....ssccccecee eee acer annesstatses 5-3 Group 
Write-in Tithe: 

Manufacturer: 


Best Fantasy or Science Fiction 


Miniatures Rules 


Heavy Gear .......... Dream Pod 9 


nooaomene 


Silent Death: Rookies Rules . . fron Crown 
Very Large Creature........... Inner City Game Des ians 
_ Warhammer Fantasy Battles ......... Games Workshop 


Warzone Dawn of War ............ Heartbreaker Hobbies 
Write-in Tithe: 


Manufacturer: 


Best Pre-20th Peanury Board Game 





__ Age of Renaissance .. gett ‘i . Avalon Hill 
Don't Give uve the © Ship re eee * _ Chatham Hill Games 
_Glory .. Be dereey rere ere reer. | 
“Hannibal .. Re ee re ere ee .. Avalon Hill 
Hib == Tea] p | Oe ieee nee| eee ae Eey Spee mee Re teeter Tr GMT 
__ Write-in Tithe: _ = 
Manufacturer: = 
Best agli a Board Game 
_ Air Baron .. : . Avalon Hill 
_ Great War at Sea .. : re . Avalanche 
Harpoon oc... i vnsihhesces Mabesstte .. Clash of Arms 
__ Invasion: a ea CE (CDE “Orton TA GMT 
_ Russia, 1917 .. AWE 


__ Write-in Title: 
Manufacturer: 


Best Fantasy or Science Fiction 
Board Game 


__ Battletech 4th ed. . pentereea Ue .. FASA 
__ Dragon Dice: Battle Box... . TOR 
__ Dragon Dice: Mage Storm . _ . TSR 
__ Lost Worlds: Macaber er Highland .. eee ... Flying Buffalo 
Settlers of Catan .. a .. Mayfair Games 
_ Slag 2nd Ed. .BTRC 
__ Space Hulk .. _ Games Workshop 


_ Survival or Extinction: ‘The Dinosaur Game .. 

IE EO RS AEE Latz Chance. Games 
Write-i -in Tithe: 

Manufacturer: _ 


Best Card Game 
Battletech .. ; ..... Wizards of the Coast 
_ L5R: Battle of Beiden Pass ... Five Rings Publishing 
Lunch Money ........ .. Atlas Games 


= RAINS ee ee cece csmeae Chaosium 
NOEtIUNMOGD c..ceciccccccsecsecssaeeis .. Wizards of the Coast 
_ Write-in Title: 
Manufacturer: 


Best Rolepiaying & Rules 


Ars Magica 4th ed .. .. Allas Games 


Deadlands .. Saale eiaiiiasivctt nes . Pinnacle 
Fading fe. a Holistic Design 
Feng shui.. scaauquerriallaneseasee Daedalus 
Rolemaster B-i-1 .....csccssscccosssseeorsnne _..... ron Crown 
Star Wars 2nd Ed, ....scssesce- .. West End Games 
Vampire: The Dark Ages ..........0.:.00000. White Wolf 
Write-in Title: 
Manufacturer: 
Best Roleplaying Adventure 

The Complete Masks of Cc unruecee 

(Call of Cthulhu) .. 5 : . Chaosium 
Horrors Heart (Call of Cthulhu) Hii Chaosium 


Marked For Death (Feng Shull) ..............0... Daedalus 
_ Southern Gondor: The Land (Middle Earth) ..... Iron Crown 


Super Tuesday (Shadowrun) ...... ce FASA 
Throal Adventures (Earthdawn) ..................... PASA 
Write-in Title: 
Manufacturer: : 
Best Roleplaying Supplement 
Field Manual: Draconis Combine (Battletech) ............. FASA 
Portfolio of a Dragon: Dunkelzahn’'s Secrets .............. 
(Shadowrun) .. oe FASA 
_ Six Guns and Sorcery (Castle Falkenstein) ... -R Talsorian 
Spherewalker Sourcebook (Everway) ... Rubicon Games 
Throal: The Dwarf Kingdom (Earthdawn) soe FASA 
Write-in Title: 
Manutacturer: _ 
Best Game PECSEOOTY 
Alliances .. .. Wizards of the Coast 


Battletech Apparel .. sili Miniatures 
Cthulhu for President .. ceed te .. Chaosium 
_ First Strike .. ay ener cee . FASA 
. Wizards of the Coast 


The Sabbat .. wi 
Write-in Tithe: = 
Manutacturer: . ; 
Best New Play-By-Mail Game 
__ Adventures of Reknown: Soldier Test ........ Pixelwood 
__ The Red Badge ... Pere eer . Fax Attax 
__ Starship Command . .. Elite ‘Simulations 
__ Zombie Zone USA ...... .. Fax Attax 


__ Write-in Title: 


ee ee 


Manufacturer ss ok 
Best Play-By-Mail Game 
— Crack of Doom .......05 es ciaatie vs Advance Gaming Ent. 
__ Hyborian War .. ~ Reality simulations, Inc. 
__ INuminati .. A . Flying Buffalo 
__ Middle Earth Play- By-Mail.. ee Game Systems, Inc, 
* RAID. scteneesn etree ee ee lee Flying Buffalo. 


__. Write-in Title: eed Se eerie! atl Sect 
Maula claret ae | 


‘ase inet 
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FOR CACCLLCNCE IN GAME DEVIGH AND QUALITY 
Best Fantasy or Science Fiction 


Computer Game 


_ Command & eonqusr Red Alert .. 
Fantasy General. .. ; (eit 
Master of Oriorr ll .........cccscbscssseensesnsnrnsebens Microprose 





... Westwood 
Sete t= 


Mechwarrior 2: Mercenaries .......... . Activision 
__ Star General .. en ee testes el 
_ Write-in Title: oe 
Manufacturer: 
Best Military or Strategy 
Computer Game 
AGG Of PINGS osc sce crisixenliearnarenneteresaniai ete] 
_ Battleground: Waterloo 0.0... cceessisseencerees Talonsoft 
Steel Panthers II . spiswentensmnces CRO 
Third Reich PC... ..... Avalon Hill 
Wooden Ships & tron Men .. . Avalon Hill 
Write-in Title: pare 
Manufacturer: 
Best Game-Related Fiction 
Black Dragon ............c.. idigesssasanes OL SeRE RET EE FASA 
The GthulhwtGycle .cieiaiivielienys Chaosium 
Malicious: Intent ii Ae eee FASA 
Preying for K@@ps: uc. es eseceteeesssseeanees FASA 
_ Wedge’s Gamble......... HR ea eae iat Bantam 
Wrte-in Tithe: 
Manufacturer: = 
Best Professional Game Magazine 
BVCAING: ssccccvivessecvaraaeeenecumsees te woe Future Publishing 
_ Thre DueliSt cccsecccccccce, aricaeweens . Wizards of the Coast 
In@Quest ............ se sirietamerpeacsncey catia bia tens Wizard Press 
Pyramid .. vases .. Steve Jackson Games 
shadis Magazine er eee Rene Pee BM. | bere: Alderac 
Write-in Tille: 
Manufacturer: 
Best Amateur Game pais che 
Alarums & Excursions .. . Lee Gold 


Richard iets 


oar fay ie tp ed A gh ke 


Berg's Review of Games. 
Mechforce Quarterly 
Midwest Wargamers Association Newsletter . 

sgungaia sae uirtiecersseree Midwest maa Association 


The Zouave Sp jeu ranean et sasceetlat David Reynolds 
Write-in Tithe: _ 
Manutacturer: 
EE ee eS CE ee ee ee ee 
Name ” ieee 
Address ——— —_—e 
Cay State/Prov. 
‘| Country 
Phone Number ( ) se ae 
Signature = 


If you have a serious interest in games or 
the games industry, consider becoming a 
member of the Academy, the professional 
organization for the games industry. For 
more information, contact the Academy at 
the address below. 


Ballots must be received by July 1, 1997. 
Mail ballots to: 


o~ The Academy of 
| oo,.}] Adventure Gaming 
é J Arts & Design 


P.O. Box 10262 Blacksburg VA 24062 
540.953.1658 _ | 

















Dr, Diab’s got a nuke and only your PCs 
can stop her. Based on an idea by 


iw 2 
Steven Marsh. 


ne 
roe 
ih a 


by Steve Wright and Marcia Franklin 
A deadly list of ten mad scientist 
inventions for Deadlands. Based on a 
concept by Steven Marsh. 










by Stephen Kenson 
lf you take the hardware out of cyber- 
punk, would it still be cyberpunk? You 
bet. Based on an incoherent rant by 
Steven Marsh. 









by Dan Verssen 
A ready-to-play boardgame featuring 
the exploits of You Know Who. Based 
on a request by Steven Marsh. 












About the Cover 

Indiana Jones outraces 

| the Pet Rock from Hell in 

this scene from a movie 

\ you may have heard of. 

. @ For more on Indy and 

4 his friends, check out 
1 our ready-to-play 

, Ooaragame on page 

A 38. (Picture courtesy 
of West End Games). 


And a cast of several 


SHADIS Magazine 
is published monthly by the 


Alderac Entertainment Group 
4045 Guasti Road, Suite 412 






The Bard Fe ee aS ged So be K aD 


by Richard lorio II 
We pause briefly to bring you a new Ontario, CA 91761 


career for the Warhammer RPG. Because (909) 390-5444 | 


even Steven Marsh needs a break. Sl a 


Shadise Pao: com 









Yearly subscription raise in U.S. fund are as 


Civilized Games .............- 42 eS follows: $20.00 — U.S., $40.00 - CAN, 










$60.00 -Ovgiseas  f 


by Kevin Bratager and Tom Dalgliesh 


A fantasy adventure set in the world pis. 


20 aw om writ- 


Make checks paygim@e to 
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: : Entertainment 
We're skipping our fiction section this ean: 


month. Steve doesn’t like it. 
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The Fdge. cs dD 


News, reviews, and the independent 
beat. Mmm... tasty. 
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SHADIS will fat review 
Warchief: The Alumnus ........-.----++++ 91 by AEG ant 
7 ForREs - page ad pels i 
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Lr 7 

ArchahSelPISSe cy came ea vo 94 EE i suscsesanecente Was 10s IB lished dAages yot SHAD rn 

ALCHON GOMES cose eee wea © 16 Imperium Games ........... 72 This policy actilally(penalizes AEG for 
Chessex Manufacturing ...... .42 MyIMmidion Press: ws. cases ead : : | 

Columbia Games .......+55. 71 Reaper Miniatures .......... i pen eae) xl SHADIS rather than 
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We've Secretly Replaced the Actual Editor... 


Editorial 


Who Is Steven Marsh? 


Who is Steven Marsh? 

International Corporate Assassin? Death- 
Defying Motorcycle Daredevil? Award Winning 
Mamba Choreographer? He could be all these 
things and more. The fact of the matter is, we 
don’t know a whole hell of a lot about Stephen 
Marsh. He is truly an enigma. 

“So why'd you put his name on the cover, you 
half-wits?!” Well, he’s an enigma who reads 
SHADIS regularly. Not only that, he deigned to 
write us a letter recounting what we were doing 
right, what we were doing wrong, and what we 
could do to make it all better. His commentary 
was articulate and insightful, his criticism helpful 
and constructive. At the close of his little opus, he 
spelled out — in graphic detail — what his ideal 
issue of SHADIS would look like: 

“Lookie What I Made’ — Ten new mad scien- 
tist inventions for Deadlands. 

““Mad Bull's Run’ — a generic cinematic spy 
adventure. Dr. Diab’s plan to auction a nuclear 
device goes horribly wrong, as his betraying 
henchmen unwittingly drive through the streets 
of Madrid with a ticking bomb. Can the PCs find 
the van and capture Dr. Diab? 

“No Jack City’ — Bio-tech, drugs, and other 
non-cybernetic ways to create a cyberpunk cam- 
paign. 

“Bang or Whimper’ — Meteors, ice-caps, plas- 
tic eating bacteria, and other (non-nuclear) ways 
the world ends. 

“Plus the usual review, columns, etc. And no 
fiction. | never liked gaming fiction, and | never 
will. Throw in a fun-looking board game, and I'd 
buy two copies.” 

Therein lay his doom. 

Not only did his offer to buy two copies send us 
into convulsions of small-time capitalistic glee, 
but his ideal issue of SHADIS actually looked 
pretty cool. In fact, it looked fantastic. Wired on 
Mountain Dew and thirty-six hours without sleep, 
the editorial staff hit upon a fiendish plan: we 
would give Steve exactly what he wanted. 

What you hold in your hands is the result of six 
months’ work to reach that goal. It represents 
both our efforts to respond to our readers’ needs, 
and the horrifying results of giving a bunch of 
game designers the wrong input at the wrong 
time. We braved the spats of cranky writers, the 
reservations of the guy who signs our checks, and 
the mind-numbing terror of Lucasfilm’s trained 


attack lawyers to bring you this, the official Steven 
Marsh issue. 

We ran “Bang or Whimper” last month in our 
Apocalypse issue. And a few extra pages let us slip 
in a fairly keen fantasy advenrure. But other than 
that, this issue has been constructed according to 
Steve's exact specifications. Strange Vistas has been 
put on hiatus for a month, giving him a respite 
from gaming fiction. “Look What I Made” has ten 
inventions, no more, no less. And as for fun board 
games, it took us four month to wrench Indiana 
Jones and the Curse of Hecate from Dan Verssen — 
the same guy who did our Star Wars game a few 
months ago. 

Hopefully, Steve will be pleased. After all, he’s 
sharing the cover with Indiana Jones. We're send- 
ing him a crateload full of this issue, along with a 
note from our legal department requesting him to 
honor his end of the bargain and purchase two 
copies. 

But there’s more to this issue than just spook- 
ing one of our readers (although that’s a cool fringe 
benefit). Almost as soon as we read Marsh’s letter, 
we were struck with the effort and concern he had 
put into it. Most people are far too busy with their 
own lives to comment on the magazines they read, 
the shows they watch or the movies they see. A 
brief “good job,” or “you guys suck” is usually the 
best we can hope for. But Marsh was different. By 
taking the time to write down his opinions — and 
by phrasing his criticism in a friendly yet honest 
manner — he demonstrated an honest desire to 
improve SHADIS. Whatever his life outside of 
gaming may be, he’s someone who cares about our 
magazine, and wants to help us to put out the best 
possible product that we can. That was worth tak- 
ing the time to put this together. 

Is he the only one? Boy, I hope not. We would- 
n’t have done this if we didn’t think lots of folks 
would get a kick out of it, and hopefully, most of 
them feel the same way we do about Steve's sug- 
gestions. It’s not something | want to do again, but 
it was loads of fun, and if it keeps the letter bombs 
down, then it was time well spent. Besides, there's 
nothing wrong with creeping somebody out by lis- 
tening to him. 

Hey Steve, who loves ya, baby? 


— Rob Vaux 


SHADIS THIRTY-SIX 






An Action- -Packed Adventure De 
« — for any Modern-RPG — 


Warning 

Actions such as bungee jumping from moving heli- 
copters, breaking into the heavily-secured homes of 
ruthless mobsters, and kung-fu fighting on the top of 
trucks as they roar down the highway are very danger- 
ous, and can possibly get your character killed. On the 
other hand, there's no saving throw against being 
blasted into subatomic particles. Keep these facts in 
mind while playing. 


Outline 


In this adventure, your job as GM is to get your 
heroes into a high-speed chase with a truck through 
the streets of Madrid. They want to get on the truck to 
disarm a nuclear weapon. If they don’t — boom. (Pity; 
Madrid is lovely in the summer.) 

Here’s how this comes about. Adrik (AY-drik) 
Alexovich Svetlov, a greedy and outstandingly corrupt 
officer in the Russian army has snuck out of his home- 
land, planning on settling in Buenos Aires and living 
the good life. To fund an extravagant lifestyle, he stole 
a quantity of fissionable material that had been 
extracted from a dismantled nuclear warhead. He got 
out of Russia with enough weapons grade plutonium to 
make two low-yield nuclear bombs. He has sold half 
his stash to a criminal mastermind named Dr. Arcadia 
(ar-KAY-dee-ah) Diab. (If you wish, Dr. Diab can be 
replaced by a criminal mastermind from your own 
campaign.) Unfortunately for all concerned, Dr. Diab 
has made an error; she hired Gurutz (GUH-rutz) 
Erreguible as her primary henchman. 

All the above events have happened before the 
scenario starts. While the heroes are fussing about, dis- 
covering these pertinent facts, more plot is developing 
offstage between Gurutz and Arcadia. 

While Gurutz has many virtues (if you count qual- 
ities like “hypercompetent at many forms of violence” 
as a virtue) he does not stay bought. This is because 
Gurutz is a radical Basque separatist. When he finds 
out his boss has built a nuke, he decides to steal it and 
hold France and Spain hostage until they agreed to 
return the Basque region to the Basques. 
Unfortunately, Gurutz runs into a bit of a hitch; Dr. 
Diab arms the bomb when he steals it. 

Gurutz’ new plan? Drive it into the middle of 


VOLUME V * NUMBER X 


Madrid and give those rotten Spaniards something to 
remember! (Another virtue Gurutz lacks is “bright”. ) 
Dr. Diab could disarm it, but she doesn’t want to take 
the chance of not reaching it in time. She’s going to 
save herself and leave millions to die (that’s what 
makes her a villain — look it up). 

Can the heroes save the day’ Well if they can’t, at 
least they won't feel bad about it for very long. They 
won't have any chance at all, however, unless they dis- 
cover the nuke’s existence in the first place. 


Part I: Insertion 

Before anything else can happen, the heroes need 
to be alerted that there’s a situation developing. How 
they find out that there’s something fishy stewing 
depends on what organization they work for. 

If the organization your characters work for is inter- 
national in scope (the CIA, Interpol, the Impossible 
Missions department, or the U.N.’s top secret Black 
Helicopter Squad) they’re more likely to get involved 
through the Double Agent or the Double Cross. If 
they’re Europe-specific (Interpol) the Double Cross is 
the most likely. If they're local (Madrid PD. or 
Spanish army intelligence) the Double Date is a good 
choice. The Double Check can work at any level. 


A. The Double Agent 

Jermija (yehr-MEE-ah) Smershov has been work- 
ing both sides of the intelligence fence since the Cold 
War. He’s thrown the agency a few duds in the past, 
but some valuable data as well. He tells the characters 
that a high ranking officer has gone AWOL and just 
recently popped up in Madrid, flashing a lot of cash 
around. Jermija also hints broadly that the Russian 
government would not take it personally if this rogue 
officer was killed. 


B. The Double Cross 


Joris (YO-ris) van Krelis is a Dutch arms smuggler, 
currently at large. He's recently learned that Dr. Diab 
is in Madrid. Joris likes things predictable, and Diab is 
always a wild card. Therefore, Joris has decided to 
hand her over to the cops in return for later favors; this 
eliminates a rival and gets him some play with the 
Man. He doesn’t know what she’s up to, but has seen 
her with Gurutz Erreguible. 
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Complication 1 
If you're running this 
scenario as a one-shot, 
you might want to make 
things a little more 
complicated by having 
the characters all work for 
different intelligence 
agencies. You could have 
a lot of fun throwing 
together a diverse group. 
For example, you could 
have a CIA agent 
following Dr. Diab, 
someone from M16 
investigating Adrik 
Svetlov, and an 
undercover cop from 
Madrid’s Finest trying to 
figure out what Gurutz 
Erreguible is up to. This 
could be especially fun if 
they don’t meet until 
they’re all at Svetlov’s 
mansion... 








































C. The Double Date 


Idoia (ee-DOY-ah) Delbin is a Basque sympathizer 
living in Madrid. She has no idea that her phone is 
tapped. She gets a call from Gurutz Erreguible (see the 
sidebar for a transcript) in which he drops clues to the 
possible location of Dr. Diab. A little legwork reveals 
which “Russian dungsucker” has recently rented a 
large villa. 


D. The Double Check 


A banker notices an irregularity in her computer 
system and calls the police to help her check it out. (If 
you have a computer hacker character, you can expand 
on this to help him track down the cash trail; other- 
wise, gloss over it.) It seems that someone has been 
making phony cash transfers into a single account (for 
Williams Export Inc.) which was closed and paid in 
full to Adrik Svetlov, who promptly used it to rent a 
large house. Svetlov'’s other accounts reveal that he’s 
hired a band, caterer and decorator for a big party... 

Any of these routes can lead the heroes to Adrik 
Svetlov’s mansion. 


Part Ii: Casa Del Svetiov 


Svetlov wants to live the life of a decadent capital- 
ist, and he doesn’t want to wait. He’s rented a luxuri- 
ous mansion and invited hundreds of guests to a gala 
banquet. His guests range from professional athletes to 
movie stars to supermodels to prominent criminal fig- 
ures. (Actually, the guest list leaned more towards 
supermodels — but more supercriminals accepted the 
invitation.) Even a few government officials and 
ambassadors might show up. 


7 ta 
we oe ae 


rier 


Mad Bull’s Run 


The Evidence 

No matter how the heroes handle Svetlov’s party, 
what they are looking for is The Evidence. This can 
take the form of overheard conversations or (more 
likely) computer files or paper documents. In any 
event, there are four critical facts contained in The 
Evidence: 

1) Adrik rented a big truck a few weeks ago. 

2) Adrik got $2 million from a corporate bank 
account belonging to Williams Export Inc. The day 
after he rented the truck, the same account paid him 
$15.2 million and closed. 

3) Williams Export Inc. is actually a front for Dr. 
Arcadia Diab. 

4) A few months ago Adrik formed a dummy com- 
pany called “EcoMonitors”, supposedly as a non-profit 
nuclear watchdog organization. Apparently the only 
thing EcoMonitors has done is buy a high quality 
geiger counter and a bunch of disposable badges that 
change color in the presence of intense radiation. 

After the party, the heroes (or any flunkies they 
have doing their footwork) can find out a couple more 
pertinent facts. 

1) Williams Export Inc. is a front for Dr. Diab. 

2) The same account was used to rent a warehouse 
on a week before Adrik rented his truck. 

Those two facts are gimmes. If they keep the pres- 
sure on, they can find out one more fact. 

1) One of the accounts that had transferred money 
to the Williams Export account recently rented a truck 
— and picked it up only a mile and a half from the 
rented warehouse. 

Of course, no one can know this if they don’t 








,; yy 





- 
r ‘ f 
=. ty 
if 


SHADIS THIRTY-SIX 






Nuclear Bombs Can Be Fun! 


A BRIEF WORD ON THE BASQUE SITUATION 
The Basques are a minority group from the Pyrenees mountains between Spain and France. 
They have their own culture and language. Their language, Euskera, has no linguistic relation to 
any other language in the world. One Basque folk story claims that Euskera is the language that 


was spoken in Eden by Adam and Eve. 


The Basques have not governed themselves since the 1600s; under the fascist rule of Franco, | 

_ their language was even outlawed. However, the Basques refused to let their culture die, and many | 
_ fight for independence even today. Spain granted the Basque region limited self-rule in 1980, but 
this was not sufficient for the ETA (“Eusakdi ta Askatuta” or the “Basque Homeland and Freedom 

Group”) a terrorist organization that has engaged in operations for many years. 

In the mid-1980s, the GAL (“Anti-Terrorist Liberation Group”) was formed by the interior 

- ministry to deal with ETA terrorism. This shadow government death squad killed at least 26 _ 
suspected terrorists (as well as a number of innocent bystanders), several of whom have been 
_ posthumously cleared of any wrongdoing. The excesses of the GAL drove many Basques to support 
the ETA. However, Spain’s current prime minister, Jose Maria Aznar, has given the Basque region 
increased autonomy — despite his own narrow escape from an ETA car bomb on April 19, 1995. 
-__ Many Basques are content with the gains they have made; Herri Batasuna (the ETA’s primary 
political supporter) and his party have declined in popularity. The ETA was also severely damaged 

by extensive police raids in 1992. They have not surrendered yet, however; and the involvement | 

~ of a hardline Leninist group called the KAS (“Alternative Socialist Co-ordinator”) within the | 





attend Svetlov’s party. This raises the question of how 
the heroes can get into such an exclusive gathering. 

A. Invasion 

In light of the high profiles of the guests, a frontal 
assault is strongly discouraged, or even forbidden, by 
the heroes’ superiors. (Of course, maverick PC types 
might decide to just charge in anyhow, guns blazing.) 
In any event, a traditional police raid is a bad idea. 
Not only is there a superb chance of someone famous 
getting killed in the crossfire (and what police depart- 
ment needs that kind of publicity?) there are also a 
large number of well-armed, well trained guards — 
many brought in by the abovementioned guests. 

If your heroes are hell-bent on taking the path of 
most resistance, throw plenty of trouble their way — 
there are at least fifty armed guards, attack dogs, 
searchlights, motion detectors, laser alarms — the 
works. If they tough it out, they should be able to 
apprehend Adrik Svetlov. He’ll stay mum, but geiger 
counters reveal that recently there was high grade 
nuclear material on the grounds. When confronted 
with this evidence, Svetlov still hangs tough unless (a) 
some good Interrogation rolls are made by the heroes 
or (b) they role-play a good cross examination. In any 
event, they can eventually find The Evidence. 


B. Imposture 

One character can be inserted by posing as mil- 
lionaire playboy Duane Moore. Others can tag along 
by pretending to be a bodyguard, date-of-the-month, 
witty sycophant, sniveling toady, et cetera. The char- 
acters’ organization can supply the phony Moore with 
a superb disguise (“don’t stand to close to anything 
hot, or the latex will melt”) and the following infor- 
mation to help him “pass.” 

1) Moore always speaks with a ratchet-jawed Yale 
accent. 

2) He’s equally likely to chase women as men. 

3) He ranked fourth in the U.S.A. at Tango in 
competition ballroom dancing. 

4) He’s obsessed with deconstructionist literary 
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_ ETA may indicate the presence of outside resources. 








theory, French Impressionist paintings and the Mary 
Tyler Moore show. 

Your job, as GM, is to throw “Moore” and compa- 
ny curveballs to trip him up. Possibilities include; a 
drunken Duchess who insists on dancing a tango with 
the champ, and won’t take no for an answer; an old 
Yalie who wants to chat about professors; a flirtatious 
follower of Jacques Derrida; and a true MTM fanatic 
who wants to deconstruct the famous “Death of 
Chuckles the Clown” episode. The heroes in the 
entourage can help “Moore” stay undercover — or, if 
his cover gets blown, they can take advantage of the 
confusion to sneak upstairs to Sveltlov's office. (For 
the hazards around his office, see “Intrusion,” below.) 


C. Intrusion 

Svetlov’s office is on the third floor at the end of a 
long hall. It has an outside window, but the wall lead- 
ing up to the window is straight up and down. It’s a 
much easier climb at the front of the house, where 
there are balconies, a second story porch and various 
gables; however, the party spills out unto the porch 
pretty early, and the front of the building is much bet- 
ter lit. Basically, the front is an easy climb, but with a 
good chance of being seen. The back is a hard climb, 
but with less chance of getting spotted. 

The window itself has no lock, but there is a laser 
alarm. This is a single beam — invisible to the naked 
eye, visible in smoke, IR or lowlight goggles — that 
divides the 2m by 1m window into 25cm squares . If 
the light is broken at any point, an alarm goes off. 
However, since it is just a beam of light, a precisely cal- 
ibrated mirror, inserted at the right point, will shine 
the laser directly from the source to the detector. It 
should take a good roll to put the mirror in without 
jostling, and a fair roll to get through the window 
without setting the alarm off. 

That's if they come in from the outside. If they try 
to come in through the interior door, it’s guarded by a 
single security thug — a rather bored one, at that. His 
name is Stefano, and the only thing keeping him 
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Complication 2 
Midway through the party, 
Adrik gets lucky witha — 
Hawaiian beauty named 
Mililani and decides to 
sneak off to his office fora Vy 
quickie. (He doesn’t want 
to use his regular bedroom 
for fear that his steady 
mistress, Helena, will find 
out.) Ifa spy can (1) get | 
there ahead of him, get rid | 
of Stefano and take the 
guard's place (2) watch 
him at the keypad or (3) 
get “seduced” instead of 
Mililani, it’s an easy way 
to gain access and get the © 
floor deactivated. On the 
other hand, if he waltzes 
in with Mililani when 
someone from the outside 
is inside, it gets a bit | 
trickier. If the intruder has 7" 
closed the window behind | 
him and is clinging to the | 
ceiling, chances are the 
lovers won't notice 
immediately (both are 
pretty drunk) but it’s 
going to require some 
pretty amazing dodging 
and stealth to not get | 
noticed before they finish — 
their tryst and leave. (But ~ 
if the spy can manage it, | 
give him a break and have © 
Adrik forget to turn the © 
floor back on.) On the = 
other hand, if the spy can | 
disable both Adrik and 
Mililani, he can go about 
his spying uninterrupted. 
(Stefano won't barge in if | 
he hears shouts, but he © 
enters if he hears gunshots | 
or specific calls for help.) 


























awake is black coffee and regular fifteen minute check- 
ups from security central. (They give him a word, he 
replies with another word; the sign/countersign com- 
bos are “Green/Money”, “Night/Life”, “Sex/Male” and 
“CU/Later” — but they aren’t written down and 
should require steady electronic surveillance to deter- 
mine.) They call him on a radio; he’s got a hands-free 
headset, so he'll know if trouble strikes. His orders are 
to stay at his post, no matter what. He’s armed with a 
fully automatic shotgun. 

Past him, there’s a normal lock on the door, and a 
keypad. If the right code is entered on the keypad 
(51495, for what it’s worth), it deactivates the pressure 
sensitive floor plate. Unless that code is entered, an 
alarm sounds as soon as more than twenty pounds of 
weight is added to the floor. The obvious way around 





















P 
Complication 3 iB 
If you want even more intrigue, suspicion and paranoia, you can | 2 
take this opportunity to introduce Jone (YO-neh) Lizasoain, a | 
detective on the Madrid police force Organized Crime squad. | _ 
Jone is in her late twenties and good looking — except that | _ 
she’s missing her left leg below the knee. (She transferred to | 
Organized Crime from the bomb squad.) She walks with a cane |_ 
and doesn’t take any guff. If the PCs rub her the wrong way, she | 
may gum up their investigation. On the other hand, if they're | 
respectful, she could become a useful ally. She does have several Es 
skills useful to this investigation; she’s trained in bomb disposal, Fs 
and she speaks Basque fluently. aa 
Therein lies the complication; Jone is Basque on her mother's a 
side, and has openly supported Basque independence (though | _ 
not, of course, through the violence of the ETA). Characters x 


may suspect her of being an ETA double agent. Are they right? 
Only the GM knows for sure... 
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this is to not put any weight on the floor. (You've seen 
Mission Impossible, right?) 

Those are the challenges; if the window beam is 
broken, or the floor is stepped on, an alarm sounds and 
5-6 heavily armed guards charge up the steps towards 
the room (not to mention Stefano, who immediately 
charges in). 

If your heroes do some basic investigating they can 
find out that the floor detector was installed; as for the 
laser thing, that’s pretty common (but still make the 
player puzzle out the mirror’s position). If you have a 
hacker player, you can build your own scene of him 
discovering the floor panel and figuring out which 
room is Adrik’s office; otherwise you can gloss over it. 
under no circumstances should a hacker be able to find 
out the code for the keypad or the setup of the laser 
(which was bought “off the rack”). 


Part Ill: Anticlimax 


By now the spies should know that Adrik was fool- 
ing with something radioactive; if they make a con- 
certed effort, they can find out that the post he desert- 
ed was a medium security installation used to house 
materials taken from nuclear missiles after they were 
taken apart. (TRUE FACT; while Russia is very care- 
ful with complete warheads, they're often quite cava- 
lier with the bomb grade plutonium once it’s taken out 
of a missile. That’s why there have been six arrests in 
Europe involving smuggled nuclear material so far. 
Have a nice day.) They should also know he got a hat- 
full of money from Dr. Diab, who is hiding out in a 
warehouse to the north of the Chueca district. 
(Chueca is sort of like London’s Soho a bit unsa- 
vory, but not Cabrini Green.) 

Let the PCs plan an insertion to Diab’s hideout, 
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just like they did for Svetlov’s house — but keep it 
moving pretty brisk. If you want, you can kick events 
into high gear while they're still watching the joint. 
Just say that their spotter just saw a black Lamborghini 
sports car take off out of the warehouse, pursued by 
three guys on motorcycles. 

Now, either the heroes follow the sports car or they 
don’t. If they don’t, it gets away, taking Dr. Diab with 
it, but they're right on the trail of the truck when it 
bursts out of the warehouse about fifteen minutes later. 
If they do nothing when truck comes out, they clearly 
need a clue; have a lucky cop catch Dr. Diab and call 
the heroes, telling them about the bomb on the truck. 

That’s right; there’s an armed bomb in the truck. 
Dr. Diab can explain how it got there, if the heroes run 
down the Lamborghini. If they follow the truck and 
not the sports car, go straight to part IV. If they follow 
Diab, they catch her pretty easily. (She’s not a great 
driver — and putting too much description on her 
chase would lessen the chase after Gurutz.) 

The chase should end with Diab in her car sur- 
rounded by heroes pointing their guns at her. She'll 
yell out to them. 

“I’ve got a hand grenade, and the pin is out; shoot 
me and I'll drop it for sure. That will blow up this car 
and probably kill all of us. If you promise not to shoot, 
I'll come out.” 

If the heroes promise, she'll come out and start 
walking towards them, grenade in her left hand, gun in 
her right. When she’s really close, she'll start talking. 
Otherwise, the next speech is delivered from the 
Lamborghini. 

“You guys from (insert organization here) are pret- 
ty smart, but that won't help you a damn bit if you 
don’t listen closely. | bought fissionable material from 
Svetlov, and I built a bomb with it. Unfortunately, 
that bastard Erreguible stole it just about, oh, twenty 
minutes ago. When he did, I took off, but I left him a 
little present; I activated the bomb by remote control. 
That was maybe fifteen minutes ago. It’s on a forty 
minute timer. Now, you let me go, and I'll tell you the 
deactivation code. Deal?” 

If the heroes agree (and who wouldn’t?) she tells 
them the code is her birthday — 111950 — and gives 
them some final advice as she races off. 

“Good luck with Gurutz — I'll feel warm and fuzzy 
towards you if you kill him. Make sure you don’t dou- 
ble cross me — only half of Svetlov’s load made it into 
that bomb, and only I know where the rest is!” 


Part IV: Boom or Bust 


Ok — here we are at the climax. Gurutz realizes 
that the bomb is ticking. He dispatched three of his 
thugs to bring back Diab, but they’ve come back 
admitting failure. He’s got 25 minutes before the bomb 
goes boom. So, in true maniac fashion, he’s decided to 
drive it to the center of town before it detonates. 

Gurutz has about fifteen goons in his employ 
(many old buddies from jail or fellow ETA sympathiz- 
ers — that’s why they sided with him when he dou- 
blecrossed Diab). About half of them have handguns, 
and all but two have motorcycles. Those two pile into 
a sedan, and the other thirteen get on their bikes and 
ride. 

Gurutz and the bomb are in a big truck — not a 
semi, but a fifteen footer with six wheels and a heavy- 
duty bumper. He’ll send three cycles ahead of him and 
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things get dull and tossing in another. 


_ perfectly through the open sunroof. 
line while the car is moving, or run out of gas. (Or they can be big sissies and | 


_ stop, I suppose.) 


it, Indiana Jones style, to attack the driver. 


- and gives the driver a brief view of her face before the glass falls out on the | 


‘ jump or gunshot) sending up a shower of sparks. If you’ve got a gas leak, 
this can ignite the fuel behind the car. 


~ across the windshield and hood. 
~ until a wheel gets shot out, causing the car to lurch out of the way. 


- window (or up on the roof and through the sunroof). 


4 jump onto it and cling. 




























Things to Happen During the Car Chase 
Feel free to throw in as many or few of these as you want. | recommend 
tossing in one or two to get your players going, then holding back until 


—A motorcycle uses a sports car as a ramp for a big jump (but you’ve 
seen that hoary old trick a thousand times). : 

— The truck, or the spies’ car, hits a hot dog stand. After a brief rain of | 
hot dogs, the vehicle pushes the stand before it. | 

— A goon jumps onto a car and tries to get in through the sunroot. 

— After some small impact (or in response to a gunshot) the car’s airbag 
inflates. 

— A motorcyclist tries a big jump and gets lethally clotheslined by a low 
power line. 

— A car jumps up on the train tracks. 

— A car jumps up on a train. 

— A fire hydrant gets hit. 

_— A phone booth gets hit, producing a shower of quarters. 

—A car goes up on its side, and then tips over, putting a fire hydrant 


— A gas line gets punctured. The PCs must either refuel or patch the 


—A supposedly “crippled” beggar jumps up and runs to avoid the chase. 
—A side mirror is knocked off by a goon; or the goon tries to cling on 


—A gunshot hits a car’s interior rearview mirror, so that it spins around 


dashboard. (Keep in mind that not seeing to the back is very dangerous.) 
—A motorcyclist drives up next to a moving car, opens the gas tank and 

puts in a fuse. (This is especially fun if the rearview mirror is gone.) | 
—A bumper or muffler drags (possibly after being loosened by a large - 


—A clever driver pops the hood on the car while going 80. The wind 
tips the hood off and sends it crashing into the windshield of the pursuer. 

—The right wheel well gets caved in; if the car is turned right, the - 
wheel will be popped. 

—Ifa car has an airdam, it will prevent someone from going underneath 
from the front, but it will get ripped off by any sharp dip. 

—Someone rear ends a dump truck, sending feculent refuse streaming 


—A driver looks forward and realizes he’s about to hit a pregnant 
woman with a baby buggy. He tries to dodge but can’t... quite... make it... 


—A convertible gets sideswiped or rear ended; the owner’s hairpiece 
flies off, and his cell phone gets knocked into the character's car through a | 


—A spoiler on the back of a sports car is basically begging for a goon to 


—A goon who somehow gets on the hood may cling to a windshield | 
wiper, which will break if turned on by the driver. 

—A mook jumps onto a semi truck, kicks out the driver, and takes over. 

And an old favorite... 

—The big, open construction hole. 





leave the sedan and ten bikes behind him to run inter- 
ference. 

This deadly parade rushes out of the warehouse, 
and the heroes (presumably) pursue. 


When Gurutz is finally run to ground, he rushes 
into the back of the truck and goes absolutely berserk. 
His first action is to shoot the bomb (!) which luckily 
does not set it off. Then he pops open the back door 
and shoots at anyone who tries to come close. When 
he runs out of bullets, he’ll grab a wrench and wait for 
the first hero to come through the door. 

Once Gurutz has been taken care of (hopefully in a 
suitably dramatic hand to hand fight) it’s time to dis- 
arm the bomb. If the heroes have the code from Diab, 
it’s pretty easy — though the fact that the bomb has 
been shot means they have to reconnect the keypad to 
the timer before they can type the numbers in. (The 
timer got damaged by Gurutz’ shot; it’s now running 
down about twice as fast as it should be. It can contin- 
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ue to accelerate if you want to really keep the heroes 
on the edges of their seats.) If they don’t have the 
code, it’s time for some spectacular Bomb Disposal 
skill rolls. 

If they fail their roll, you can turn Madrid into a 
smoking crater if you want. Or maybe the bomb just 
doesn’t work. After all, neither Gurutz or Diab is a real 
bomb-building professional. Or Gurutz may have 
wrecked the detonator when he shot the bomb. Or 
maybe a firing mechanism got jostled out during the 
car chase (imagine the heroes chagrin when the timer 
runs out and there’s just this little pop — like a fire- 
cracker). Or it’s just possible that Dr. Arcadia Diab is 
too much of a softie for real nuclear terrorism. 

If they disarm the bomb — heavy sighs of relief and 
commendations from their superiors. If you’re using 
the “O07” setting, they probably get a gratuitous sex 
scene as well. @ 


Appendix 1: 
The Adversaries (And One Possible Ally) 


Rather than stat everyone up in a system that may be unfamiliar, I’ve just given each NPC ratings in 
various traits. I’m assuming that every PC will have at least one “Excellent” skill or trait, and several 
“Good” ones. If someone doesn’t have a skill listed, assume it’s at the base level. Only you, of course, can 
rate these NPCs for your own campaign, but here are some guidelines for a couple of generic systems. 


FUDGE 
Excellent = Great 
Good = Good 


Poor = Mediocre 


Dr. Arcadia Diab 
Make Computers Sit Up And Beg: Excellent 
Criminal Contacts & Resources: Good 
Handguns: Good 

The characters only have access to two pictures of 
Dr. Diab — her mug shot and a surveillance photo 
taken approximately one month before the adventure 
begins. Dr. Diab is a middle aged hispanic woman — 
maybe a little pudgy, but pleasant looking in an unte- 
markable way. In her arrest photo, she’s holding the 
placard with her prison I.D. number daintily — like 
she’s having tea with the Queen. She looks a bit ruf- 
fled and her hair is mussed, but the she has a slight, 
cocky smile — almost Mona Lisa — that says “Yeah, 
just try and convict me.” The surveillance photo is of 
her at a sidewalk cafe with a man and a briefcase. 
Maybe there’s a discrete thug hanging out behind 
them — muscular but not obvious. In both photos 
she’s very well dressed. 


Jone Lizasoain 

Cop Contacts & Resources: Excellent 
Bomb Disposal: Good 

Handguns: Good 

Driving: Good 

Anything That Takes Both Legs: Poor 
See Complication 3 for details on Lizasoain. 


GURPS 


Excellent = 16 
Good = 10 
Poor = 7 


Gurutz Erreguible 
Hurt People With His Bare Hands: Excellent 
Handguns: Good 
Driving: Good 
Impulse Control: Poor 

There’s a prison photo for him too, and it’s very 
different from Arcadia’s. Gurutz resisted arrest, so in 
his arrest photo he’s got a blood-soaked bandage over | 
one eye. He's got a prominent scar on his cheek and a 
sullen expression. He’s a big, hulking Spanish guy 
with a mean, smoldering look. 


Adrik Svetlov 

Betray And Deceive: Excellent 
Handguns: Good 

Wealth: Good 

English: Poor 


Guards at the Svetlov Estate 
Handeuns: Good 

Knock People Down Fast: Good 

Spot Trouble: Good 


Gurutz’ Biker Pals 


Perform Improbable Automotive Stunt: Good 
Brawling: Good 
Thinking Things Through: Poor 
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NAME: Arcadia Modesta Diab D.O.B. November 19, 1950 la > 
Y 
PLACE OF BIRTH: Barcelona, Spain Ly Shy y | 
/ AY Meh 
NATIONALITY: Naturalized citizen of the Cayman Islands “ ON, 
Pa 

| v 

HEIGHT: 5’'9” WEIGHT: 140 lbs. EYES: Brown HAIR: Black 


SCARS, BIRTHMARKS & OTHER IDENTIFYING MARKS: 2 inch scar on bottom of left foot. Half inch 
diameter red birthmark on back of neck. 


CRIMINAL ASSOCIATIONS 

Barcelona, Spain: Convicted in 1970 of credit fraud, sentenced to six months in prison 
(suspended). 

Barcelona, Spain: Tried in 1971 for criminal trespass. Found not guilty. 

Miami, Florida: Charged in 1977 with racketeering, criminal conspiracy and pandering. Pled 
no contest to pandering; other charges were dropped in return for her testimony on the 
activities of kingpin Jose “Big Balls” Marquez. Sentenced to four months in a minimum security 
prison and two years probation. 

Miami, Florida: Arrested in 1982 for credit fraud, conspiracy to transport stolen property. 
Released due to insufficient evidence. 

Los Angeles, California: Appears in 1983 surveillance photo of suspected narcotics and 
weapons trafficker Rolando Constantin. 

Florence, Italy: Questioned in 1985 in connection with a series of art thefts and 
forgeries, but never formally charged. 

Madrid, Spain: Arrested in 1986 and deported to U.S. to stand trial (in 1987) in connection 
with Clifford Harris espionage trial. Found not guilty. 

Seattle, Washington: Charged in 1988 with industrial espionage. Plea bargained down to 
computer piracy and copyright violation. Served two years of a ten year sentence. 

Honolulu, Hawaii: Charged in 1994 with narcotics trafficking, racketeering and conspiracy 
to commit murder. Convicted on all charges, sentenced to 144 years in prison. Escaped in July 
of 1996. 


PERSONAL HISTORY 

The only daughter of a Spanish army officer and the daughter of an American diplomat, 
Arcadia Diab grew up on both sides of the Atlantic. After her parents’ divorce in 1965, she 
split her years between Washington, D.C. and Barcelona, Spain. She excelled in her studies 
and graduated from M.I.T. with a degree in electrical engineering in 1974. 

An early student of computer science, Diab went on to get her Master's (in 1980) and her 
doctorate (in 1987). However, her studies were interspersed with deepening connections to the 
Miami underworld. She is suspected of laundering money for drug kingpins Dave Simmons (in 
Kansas) and Rolando Constantin (in Los Angeles and Seattle). Furthermore, her involvement is 
suspected in literally dozens of cases of computer intrusion, espionage and organized crime 
across the country. 

By the 1990s she was suspected of running her own international crime ring, specializing 
in high risk, high profit ventures. Art theft, hijacking, large-scale forgery, kidnapping and 
computer crimes of all descriptions have been connected to Dr. Diab. In 1994 she was betrayed 
by an underling and convicted of large scale drug trafficking in Hawaii. Despite her 
incarceration in a maximum security prison, she escaped and is still at large. Some reports 
have indicated that she may be forging links to the Russian mob, but this unconfirmed. 


PSYCHOLOGICAL PROFILE 


“arcadia” means “adventurous woman” — a meaning that is surely not lost on Dr. Diab’s 
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formidable intellect. She has shown a marked preference for well planned and executed 
Single actions such as robberies or convoluted industrial con games. She wants to do her 
crime once, get the payoff and forget about it; she’s not interested in a long-term criminal 
commitment. 

This is in keeping with a bright young girl who was shuttled back and forth between two 
parents, two continents and two cultures for many of her formative years. Unfortunately, she 
developed an early perception that many of the social standards that most people take for 
granted (nudity taboos and gun ownership, for example) are not cast in stone; instead, they 
vary from country to country. This surely made it easier for her to transgress the written 
laws of nations. 

She is not a sociopath; however, her sense of right and wrong is highly situational and 
conditional. She prefers not to harm “innocent bystanders” but shows no remorse towards those 
who willfully cross her. 

The fact that her favorite targets for crime are people of her own class — the wealthy and 
educated — may be indicative of low self esteem and sublimated self-loathing. On the other 
hand, it may just be that stealing from the poor is less profitable. 

In summary, Dr. Diab sees herself as something of a “gentleperson robber” in the tradition 
of Raffles or the character of “The Cat” from To Catch a Thief. She is quite comfortable with 
her outlaw status, and her avoidance of violence seems stem from a sense of style more than 
any moral scruple. 
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It’s true, some things never change. Like the fact that Legend of the Five Rings 
has no broken, banned or restricted cards. Every card made — 
for the game is tournament legal. And that's important, 
because you'll want to be able to use the full range 
of card options when you build decks for our 
upcoming Nationwide Professional Tournaments. 
That’s Legend of the Five Rings, the game you can 
play with all your cards. New players will enjoy learning 
the game with their first Starter - the game 1s 
playable right out of the box. 
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NAME: Gurutz Erreguible 


ETHNIC BACKGROUND: | 

sano OF cemunitones Eoalo and France RESTRICTED 
NATION OF BIRTH: Spai — 
DATE OF BIRTHY 8/6/72. DOCUMENT 
HEIGHT: 201 cm EYES: Brown 

WEIGHT: 91 kg HAIR: Brown 


IDENTIFYING MARKS: “ETA” tattoo on left forearm. 2 cm scar on right cheek. 9 cm scar on 
stomach. 2 cm scar beneath left nipple. 3 cm scar on front of left thigh. Missing ring and 
littlest finger from left hand. Multiple small scars on forearms and shins. Pierced right 
eyebrow, left ear, right and left nipples. 


MODE OF OPERATION: Grutuz Erreguible has spent ten years of his life in prisons for 
assault, battery, mayhem, possession of a firearm and extortion. He makes no secret of his 
support for ETA terrorists, but so far there has been no hard evidence to connect him to any 
ETA operations. However, circumstantial evidence indicates he may have been involved in the 
murder of People’s Party political candidate Gregorio Ordonez in January of 1995. One 
informant has claimed that Erreguible was involved in the car bombing that nearly killed Jose 
Maria Aznar in April of the same year, but there is no corroborating data. 


In addition to his ETA connections, Erreguible has ties to organized crime — usually 
working as an enforcer or bodyguard. Recently he has been associated with the American 
criminal, Dr. Arcadia Diab. 


Erreguible is a formidable street-fighter; in prison he tore the ear off a fellow inmate 
with his bare hands, and when arrested for the first time he struck a police officer hard 
enough to shatter part of the ocular orbit. In prison he boasted of getting “terror training” 
from both the PLO and the IRA, but this is unsubstantiated. 


PSYCHOLOGICAL ASSESSMENT: In 1986, Erreguible’s parents were killed before his eyes by the 
Anti-Terrorist Liberation Group. Erreguible may have been splashed with their blood; in times 
of stress he tends to wipe his face, especially the left side of his forehead. He showed 
signs of Post-Traumatic Stress Disorder as late as 1992. He is probably untreated. 


Seeing his parents murdered for being members of the ETA undoubtedly played a great part 
in Erregquible’s politicization, especially considering evidence that he may have been 
physically abused by his father. Far from identifying with his father’s killers, young Gurutz 
directed at them all the rage he felt towards his abusive parent. After all, they had stolen 
from him any chance of resolving the issue himself — or of getting his own revenge. 


In prison psychological interviews, Erreguible frequently verbally derided himself and all 
others around him. This is a strong indication of low self-esteem and deep self-loathing. He 
also expressed these feelings through acts of self-mutilation — multiple piercings, as well 
as self inflicted cuts on arms and legs. 


Erreguible eases his own self-hate by hurting others. While he lacks the sexual enjoyment 
of a true sadist, he has a savage temper and will not hesitate to resort to violence. His 
political stance is a crucial rationale for his otherwise deplorable actions. He has 
repeatedly justified his acts with “love of the motherland.” 


In short, Gurutz Erreguible is a dangerous fanatic. He will not hesitate to harm himself 
or others, and is more than capable of murder. In the name of Basque independence, he is 
capable of any atrocity. 





TRANSCRIPT OF 7/1/97 CONVERSATION BETWEEN IDOIA DELBIN AND 
GURUTZ ERREGUIBLE (TRANSLATED FROM BASQUE) 


TRANSMISSION BEGINS 


ID: (In Spanish) Hello? 

GE: Hello? Idoia? 

ID: Who is this? 

GE: It’s Gurutz. 

ID: Gurutz? Gurutz! What are you doing here? 

GE: Working for the cause, of course. Is this line safe? 

ID: Sure. Where are you? 

GE: Don’t be stupid, Idoia. 

ID: I’m sorry, sorry... what are you working on? 

GE: Something big. Very big... can I see you? 

ID: Of course. What do you need? 

GE: Right now, a beer and some of your tripe stew. Are you busy? 

ID: Now? Right now? 

GE: What better time? 

ID: I’m, uh, I’m a little busy now. This is very sudden. What 
about Friday? Friday night? 

GE: Ah, no good. I have to go with my boss to some big fancy 
party. She wants a bodyguard — thinks some fellow named van Krelis 
has it in for her. 

ID: “She”? Who is this woman you’re going to fancy parties with? 

GE: Don’t be a jealous fool, Idoia. I’d rather eat cold tongue 
with you than get stared at by rich oppressors at the house of 
some Russian dungsucker. It’s business. Important business. 

ID: Very well. Monday? 

GE: Monday noon. The usual place. 

ID: It’s good to hear from you again, Gurutz. 

GE: Yeah, well... fight the good fight. 


TRANSMISSION ENDS 
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Many of our readers are familiar with the work of 
roving reporter Ed Johnson, who has contributed 
some of the Tombstone Epitaph’s best-received 
articles. On assignment in Denver, Johnson missed 
his regular article deadline for our last issue, 
and private investigation has to date uncovered 
only his notebook, found in his hotel room wedged 
beneath the mattress. The notebook, however, 
contains enough newsworthy items that the Epitaph Bite ¥ 
has decided to publish them uncensored. Entries Maron Site 
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date back nearly two years and include the raw SS 


e. as 


material for some now-famous articles. We hope our .- “Frankel 
readers enjoy the strange tales related here and ie OF 
that anyone having news of Johnson will send it to 
us c/a your local Epitaph supplier. 
— Ed. 
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| — Editor’ s Note: “Milkenstein Monsters” ran in the September | 
19, 1874 issue of The Tombstone Epitaph. 
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Ed.’ s Note: This piece was deemed too politically charged to 
run when it was first submitted. We print it here as an 
entry in Johnson’s notebook with the disclaimer that the 
views herein are not necessarily those of the Tombstone 

Epitaph. 
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a less biased prowase. Where. yrould be prvudert) 5 and Ws generalors ave calling 
7) “wWJestew \mipressionsm. ” CSeernns more We ephemeris) “to me — nothns 
\eST TO rooke arn wyoression aGler a Gew \ours, anyways) 

Prslarmian \has been lookin Sor at pyrolechwcan “To VWeacdw Wren how To 
manoulaie. bis colors chemically Gor orealer eGGec4N. Once \ne. has “mastered The 
moe .— \ne. Wiernds lo tour Europe. ae meake a mame Cor Winoseke wy” line 
ata story nooks, aww; ATs “Troe <olke on “The CoAMen soared MOVE 
Spun = \nci Serins On Was commen?” 

— Ed.’ s Note: “Artist Gets Top Dollar...” ran in the October 

1, levys issue of the Tombstone Epitaph, 
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re also Sound one Tero Slasse, WASPS. ElsesY son of Ws Sarmy ayo 
\neir TO an wooense callie operahor sollnedns: cof NDerver, Slassen is a mean 
vwino 6ucarmes Wsel® ATI conGdence. rs pact of “Trae Aimerican breed of 
man, he causl) M\s. Toucavt’ s allenfon. As a handsome woman, she caught 
Lens Consurprising — £asewa ng svramearng) “Wes covmed, and oCls were 
exchanged. Ms. Maddie’s sels, however, vere somennal.. Unusual. 

Ware. Slassery ranch, Wee mosl, has lad Trouble WAT The occasional Siray sleer. 
Pre a SON of \er aGCezfon and lo demonsiraie her wielectual com melence., Y\s. 
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incl, direzTion “The collar hes. IX rélTaling needle easly read by Whe coperalor 
pols “We way To The lost anwnal. 

Slassery ‘vas delarle3. Oe course, “Whe coir omy yoked on one ard ar 
a woe, so ~wARen he mernfoned This vernal “To 1s. Foucault), she ~serl back 
To work. ude, n6T To meANon manipula live) ‘Sy Tne. “Tire she was done, 
Where were a dozen collars ViTh wdwidvahzed signals or each. elated ATI 
ner \alesT breakThrough, YY\s. Waddie relurned To hwy Vath her eT. 
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Ed.’ s Note: Johnson’ s final, somewhat cryptic remark gives 
adequate cause for alarm; Mr. Stassen and Ms. Foucault were 
both reported missing about the same time as Mr. Johnson. We 

encourage our readers to report any relevant information 
immediately. 
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yberpunk started out as a literary genre in sci- 


ence fiction, known variously as “the 

Movement” and “the Mirrorshades Group.” It 
took a hip, post-modern look at science fiction and 
combined futuristic vision with the in-your-face aes- 
thetic of punk music to create a dark future where “the 
street finds its own uses for things” and technology 
changed far more than the kind of gun you carried. 

In seminal works like Newromancer, cyberpunk 
looked at the impact of rapid technological change on 
human society and the individual with concepts like 
cyberspace, designer drugs, genetic engineering, and 
many a gamer's favorite, cyberware. Cyberpunk gave 
technology the potential to alter humanity in strange 
and radical ways that had not been considered before. 

The “high-tech, low-life” genre has been fertile 
eround for role-playing, producing many popular 
RPGs such as R.Talsorian’s Cyberpunk, GURPS: 
Cyberpunk from Steve Jackson Games, and FASA's 
popular cyberpunk/fantasy fusion Shadowrun. 
Cyberpunk games have also appeared from numerous 
other game companies, like GDW’s Dark Conspiracy or 
Mayfair's Underground. 

One consistent feature of most cyberpunk games is 
a long list of cybernetic and bionic modifications that 
player characters can acquire, some of which fill entire 
sourcebooks. The proliferation of cyberware in some 
cyberpunk games is so great that there are rules for 
characters to completely replace their human bodies, 
with the exception of the brain and central nervous 
system (and | hear they’ve got somebody working on 
that one). Characters become more machine than 
human, armed with weapons that would make the 
Terminator green with envy. 

In some games, this approach works fine, and 
“borgs” and other heavily-cybered characters don’t 
pose a problem. Other groups, however, might prefer 
to take a “cyber-lite” approach to their games. As it so 
happens, most of the characters in cyberpunk fiction 
actually have very little cyberware compared with the 
average player character from a cyberpunk RPG. In 
Neuromancer, Case the console cowboy had only his 
cyberdeck and some plugs in his liver to keep him from 
abusing drugs. Molly, the razorgirl from Neuromancer, 
had only cybereyes, razor claws and some chipware and 
she was considered pretty cybered-up for the Sprawl. 

Some gaming groups might even decide to elimi- 
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nate cyberware from their games entirely, or allow only 
a very limited selection of cyber. Is it possible to play 
cyberpunk without any cyberware? As the source-fic- 
tion of the genre shows, it’s very possible. Cyberpunk 
is about the impact of technology on humanity and 
the dramatic struggle of characters against the larger 
forces in their lives, both of which can be done with- 
out giving them access to all kinds of bionic implants. 
Cybernetics is certainly not the only technology with 
the potential to transform human society, and power- 
ful forces can act against characters in almost any dra- 
matic Campaign setting. 

Described below are some possible variations on 
the cyberpunk setting that feature little, if any, actual 
“cyberware.” They all contain forces that transform 
the lives of people living in them and provide some- 
thing for player characters to struggle against in their 
own stories. Some offer alternative modifications and 
special abilities in place of cyberware while some force 
the player characters to rely on other resources. They 
are by no means the only options, and interested play- 
ers and gamemasters are invited to explore some of the 
source fiction and games mentioned below for varia- 
tions of their own. 


Just Human 


It is possible to run a cyberpunk campaign with no 
artificial implants or enhancements of any kind, where 
the player characters are “just human” living in a dark 
future world of high technology? Implants simply 
might not exist or might be too expensive or experi- 
mental for the street, reserved only for the truly rich 
and powerful (in other words: the player characters’ 
enemies). Characters must rely on their skills and nat- 
ural abilities to survive in such a setting — which 
makes them more than simply lists of equipment. 

The movie Blade Runner, considered a quintessen- 
tial cyberpunk film by many, features a world like this. 
The protagonist Deckard is a normal human with no 
special abilities — simply a lot of experience in his 
career of “retiring” rogue androids. The same is true of 
the main character of Mick Farren’s novel Vickers: a 
“corpse” or paid corporate assassin who has no artifi- 
cial enhancements or abilities. There are many other 
examples of cyberpunk fiction where the main charac- 
ters do not have access to any artificial enhancements. 
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A cyberpunk cam- 
paign where the charac- 
ters are just human takes on 
a strong film noir feel, as a 
small group of individuals try 
to survive on their wits and 
skill in a dark and harsh 
world. Player characters may , 
still have extraordinary skills and ~ 
abilities — they are the main charac- 


ters, after all. But without the near-superhu- Blo} doujero 


man abilities bestowed by cyberware, the game 
tends to take on a erittier and more realistic tone. 
Gamemasters running this type of game have the 
challenge of making it interesting and keeping the 
player characters from looking the same. Without any 
additional “toys,” many characters will tend to have 
the same skills and abilities. Just like other modern 
RPGs, the importance of designing the player charac- 
ters as a group comes to the fore. Characters should 
complement each others’ skills and abilities and give 
each one a role in the group, or else you will end up 
with a team of loner detectives all dressed in black. 















































No Jack City 
Ribofunk 


A new genre of sci-fi, “ribofunk” focuses 
less on hard chrome and punk attitude. 
Ribofunk’s influences are biotechnology, 
wet and organic, and funk music, hot and 
hip. The genre focuses on how advance- 

ments in biotechnology will affect human 
life and culture in the furure and suggests 
that we will modify ourselves more through 
genetics, enzymes and chemicals than with 
implants and metal. Where cyberpunk fol- 
lows the credo “metal is better than meat,” 
ribofunk turns it around and claims the 
opposite. 

A ribofunk campaign presents many sim- 

ilarities with cyberpunk. Some RPGs 
like Underground, Cyberpunk 2020, and 

Shadowrun already include some ribofunk 

elements that can be brought out by 
gamemasters. 

A ribofunk setting works much like a 
cyberpunk game, with different modifica- 
tions available to the player characters. 
These modifications are not based on 
adding machinery to the body, but by chang- 
ing it through genetics, biochemistry and 
biological grafts. The “exotics” from 

Cyberpunk 2020 — people who have had 
their bodies biologically altered to become 
cat-people, dog-people or even shark-people 
— are one possibility for a ribofunk cam- 
paign. It can also allow players to have “elf” 
and “ork” player characters in an otherwise 
un-magical world if they so desire. The 
bioware offered in Shadowrun and the 
“booster” modifications from Underground 
offer similar biological alterations of the 
human form. 

Some other possibilities for ribofunk 
include different biological adaptations 
based on animal templates or modifications 
of existing human abilities — cat-like eyes 
to see in the dark, retractable bone claws, re- 
engineered skeletal system for greater lifting 
strength, altered glands to produce adrenaline or pain- 
killing hormones at will and so forth. TSR’s 
Kromosome setting for their defunct Amazing Engine 
system includes a fair list of different biological modi- 
fications, as do many cyberpunk games. 

Paul DiTillo’s short fiction, particularly 
the collection Ribofunk, provides some 
excellent ideas for a ribofunk cam- 

eee paign. Also, Bruce Stirling's 

~ ¢ Shaper/Mechanist stories show a split 

VA in human society between the 
Mechanists (cyberpunks who alter themselves 

with machinery) and the Shapers (who use biotech- 

nology, genetic engineering and other “wet” technolo- 
ey to improve the human form). The setting would 
make an excellent basis for a campaign. 


Juicing 

Related to ribofunk, juicing assumes that our 
knowledge of genetics and biochemistry will allow us 
to alter our bodies, our abilities and even our memo- 
ries with drugs and other chemicals. Philip K. Dick has 
characters in Do Androids Dream of Electric Sheep (the 
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Cyberpunk Without the Cyber 


basis for Blade Runner) setting their “mood dials” in 
the morning for their desired moods for their day. 
Cyberpunk 2020 has fairly extensive rules for drugs and 
biochemicals, as does GURPS: Cyberpunk. The 
gamemaster can also take a look at the “Juicers” from 
Palladium’s Rifts for an example of how to augment a 
person with drugs. 

With artificial adrenaline to boost strength and 
speed, beta-endorphins to kill pain and induce eupho- 
ria, emotion drugs to alter moods, anabolic steroids to 
increase muscle growth, “smart drugs’ to improve 
intelligence and memory, and numerous other design- 
er chemicals to provide different experiences and 
modifications to the human body, a juicer campaign 
can provide many of the same “enhancements” avail- 
able from cyberware. Some exotic drugs might even 
induce permanent changes or give the user paranormal 
abilities like psionic powers (see “psiberpunk,” below). 

Some role-players will find a setting where heavy 
drug-use is the norm objectionable, while others will 
see it as an interesting challenge. It is possible that 
there are many serious side effects to using certain 
chemicals (just as there is today) or it might be that 
most are perfectly safe — provided you follow the 
instructions on the label, that is... 


Virtual Reality 


Along the lines of expanding the mind, an inter- 
esting cyberpunk campaign can be developed wherein 
the major advances in technology are focused on com- 
puters and virtual reality (WR). WR campaigns could 
range from an all-netrunner setting with no other kind 
of bionics to a full-blow “virtuality” game. 

Vernor Vinge’s classic story True Names features a 
developed virtual world that characters could adven- 
ture in, as does Gibson’s cyberspace matrix in 
Neuromancer and other sprawl novels. Neil 
Stephenson’s Snow Crash also provides an interesting 
virtual world in the form of the Metaverse. The PCs in 
a virtual reality setting could all be deckers or netrun- 
ners who hack into protected databases and make off 
with valuable information. The Netrunner card-game 
from Wizards of the Coast provides many ideas for run- 
ning a scenario involving just netrunners and 
R.Talsorian’s latest netrunning supplement for 
Cyberpunk 2020 (Rache Bartmoss’ Brainware Blowout) 
includes material on using the card-game for netruns 
in the role-playing game. 

A VR setting could also develop into a world 
where different VR games are a staple of modern life 
— and the PCs are some of the best players around. 
R.Talsorian’s Dream Park RPG, based on the sci-fi nov- 
els of Larry Niven and Steven Barnes, includes details 
of such a world. The players can play characters who 
are themselves playing different characters in a VR 
role-playing game of the future! In such a campaign, 
each player would have a “core” character who in turn 
plays different virtual characters with varying abilities 
depending on the setting for that particular virtual 
game. Such a setting allows gamemasters to run many 
different kinds of games in different genres, while 
keeping some continuity to the campaign outside of 
“The Game.” It’s even possible to run plotlines that 
take place in both the real and virtual worlds. 

Virtual reality can also begin to “spill over” into 
the real world, as the Internet grows more and more 
pervasive. The Net could eventually encompass all 
forms of communication, from television to advertis- 
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ing to telephones. This setting is called “virtuality,” 
and is portrayed in R.Talsorian’s CyberGeneration, 
Walter John Williams novel Aristoi, and other fiction- 
al settings. In virtuality, WR implants or receptors are 
so common that everyone is a part of the virtual expe- 
rience of the Net. VR and the real world begin to 
blend: VR images and ICE become like “spirits” that 
people can interact with on the street, and “net wiz- 
ards” might really have the ability to fling electronic 
spells or summon “net daemons” to do their bidding. 


Anime 

Anime (also known as “Japanamation”) is a genre 
of cartoons produced in Japan and generally set in a 
futuristic world of super-robots, battle-suits and other 
technology. They tend to feature cute girls with an 
attitude or young men looking to prove themselves. 

An anime-style campaign, such as R. Talsorian’s 
Bubblezum Crisis RPG, takes place in a cyberpunk-ish 
setting, but the player characters do not have cyber- 
ware or other implants. Instead, they make use of high 
technology such as battle-suits to fight powerful oppo- 
nents (who might themselves have cybernetic 
implants — or even be powerful androids like the 
Boomers from Bubblegum Crisis). Other anime games 
like R.Talsorian’s Mekton or Dream Pod Nine’s Heavy 
Gear tend to focus more on the “mecha” genre of 
anime — featuring giant battling robots. Such games 
tend to stray from the cyberpunk genre, although some 
could explore an interesting fusion of the two. 

An anime campaign can be dark and gritty like 
other cyberpunk games, but many anime stories fea- 
ture more super-heroic action and fast-paced fight 
scenes. Some is even downright silly, such as Project A- 
ko or Ranma 1/2, and can provide some hilarious inspi- 
ration for role-playing games. 


Steampunk 


Steampunk uses fantastic technology in a 
Victorian-era setting, suchas R.Talsorian’s Castle 
Falkenstein, Pinnacle Entertainment’s Deadlands, or 
GDW’s now-defunct Space: 1889. The first two games 
also include magic as part of their setting while Space: 
1889 relies purely on technology. 

In steampunk, the standard cyberpunk themes still 
apply, but the technology doesn’t generally support 
implants because it is too clunky and baroque, covered 
with polished brass fittings and knobs and _ hissing 
steam. The characters are generally self-reliant, and 
the technology forms the background, not the biology 
(unless the gamemaster is interested in adding things 
like clockwork prosthetics and other “cyberware” 
options to the game). 

A steampunk game can focus on many of the same 
issues that a regular cyberpunk game would, only with 
the added twist of a setting alien to most modern 
gamers. Gibson and Stirling’s novel The Difference 
Engine presents an excellent view of a steampunk 
world, in which the computer revolution comes 
almost a century early. K.W. Jeter’s Infernal Engines is 
also a good resource, as are the Steam Age and Comme 
Il Faut sourcebooks for Castle Falkenstein. 


An extension of the ribofunk concept, superpunk 
characters have true super-human powers. Many 
comic books have presented a near-future superhero 
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setting like Judge Dredd, American Flagg, Marvel 2099 
and Watchmen. TSR’s F.R.E.E.Lancers supplements 
(out of print but the basis for a new series of novels by 
Mel Odom) are also a good example of such a near- 
future world — where “metabiles” take the place of 
most of the cybered “street samurai.” CyberGeneration 
takes a similar route when a mysterious nanotechnol- 
ogy known as “the Carbon Plague” is released that kills 
adults but mutates children to give them super-human 
powers. 

Underground takes the unique approach of super- 
powered “comic book” characters in a dark and cyber- 
punk-ish world. Alien biotechnology salvaged from a 
crashed scout ship in the hands of the United States 
government becomes the basis for “boosting” combat 
soldiers to give them super-human powers — ranging 
from super-strength to pyrokinesis, invisibility and 
natural body-armor. 

These soldiers are then trained in a virtual reality 
world where they believe themselves to be actual 
supet-heroes and learn to use their powers. This natu- 
rally causes conflicts (some comical, others tragic) 
when the super-soldiers try and apply the mortality 
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and “physics” that they learned in their virtual experi- 
ences to the real world. 

A particularly cruel gamemaster could kick off a 
superpunk campaign by setting up a normal four-color 
superhero game. Slowly, over time, he could have the 
PCs notice certain inconsistencies in their world as it 
becomes stranger and stranger — only to meet up with 
a man who tells them that he is from the “real world” 
and that the characters are living in a computer-gen- 
erated fantasy. The wires are disconnected and the 
player characters awaken to discover they are soldiers 
in the employ of some government or corporation. 
They have super-powers similar to those possessed by 
their “comic book” counterparts. Now they're expect- 
ed to use them — not for Truth and Justice, but for 
some bush war in South America for the employers 
they've signed a lifetime contract with. 

A superpunk setting can be a backdrop for more 
conventional super-hero role-playing using a 
game such as Champions (especially their “Dark 
Champions” supplement). Or it can take a 
more realistic look at super-humans in a dark 
future, considering the impact of near-godlike 
beings on our world, as in DC’s graphic novel 
series Kingdom Come. It can even use low-pow- 
ered supers with abilities similar to the 
cybered-up punks of a regular cyberpunk setting. 


Parapsychology is becoming more 
respectable, and many scientists admit to the 
possibility of undreamed-of abilities lurking 
in the human brain. A psiberpunk cam- 
paign focuses on the frontiers of the mind 
being expanded, perhaps through drugs or virtu- 
al reality technology. 
If ordinary people develop paranormal 
mental abilities, society needs to find ways 
to deal with them — emphesizing the cyber- 
punk theme of how changes in technology 
bring about changes in humanity. This 
can lead to a totalitarian “normals vs. 
% _-psis” setting such as the out-of-print 
=) PsiWorld by FGU or the “Phoenix 
Project” from Steve Jackson Games 
GURPS: Psionics sourcebook. Such settings also 
abound in science-fiction, like Marvel Comics’ X-Men 
or A.E. Van Voet’s novel Slan (about normals ys. a new 
race of psis). Joan Vinge’s Psion and its sequel Catspaw 
involve a psionic character in a world of cyberpunk 
technology who even learns to telepathically interface 
with the Net. 

“Psionics” might also arise from cybernetic or bio- 
logical implant technology, creating some kind of 
“mechanical telepathy” or the like. David Gerrold’s 
“War Against the Chtorr” series of novels (adapted for 
gaming in GURPS: War Against the Chtorr) features a 
cadre of “telepaths” created by brain implants that 
allow them to transmit their thoughts as electromag- 
netic signals over the world satellite network. 
CyberGeneration has “scanners,” characters able to use 
their nano-altered central nervous system to pick up 
the electrical impulses of other brains (letting them 
read thoughts and emotions and even produce power- 
ful “neural shocks” as a means of attack). 

The kind of psionic resources available to PCs and 
their power-level can affect the feel of a psiberpunk 
game. At the low-level, with only “ESP” abilities like 


SHADIS THIRTY-SIX 


Cyberpunk Without the Cyber 


telepathy or clairvoyance available, 
the characters are close to normal 
humans and are forced to use subtle- 
ty and caution (since they are no 
more invulnerable to bullets than 
anyone else). In a setting where pow- 


erful psychokinetic abilities like 
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Shadowrun or the super-humans from 
a superpunk setting — able to take 
out most normals at will. 

An interesting psiberpunk game 
can be set up where the player char- 
acters start out in one genre (a “just 
human” campaign or a normal cyber- 
punk setting) and slowly begin to dis- 
cover that they are not “just human.” 
They can do strange and wondrous 
things and there are other people out 
there who can do them to, who want 
the player characters to join them... 
or else. 

Groups can also have fun with a 
game where the psis are the bad guys 
and none of the player characters 
have psionic abilities. Perhaps the development of psi 
always drives people insane, forcing the normals to 
hunt them down before they can do any harm. Or per- 
haps the normals simply hate and fear psis and the 
player characters will have to eventually decide how 
right their actions are. Or what if the regular exposure 
to hunted psis awakens latent abilities in the charac- 
ters and the hunters become the hunted... 


Rune-punk 


The last, and perhaps most outlandish, option for a 
non-cyber cyberpunk campaign is to replace the tech- 
nology with magic. “Rune-punk” focuses on a setting 
where enhancements are actually enchantments. 
Perhaps there was an “awakening” (a la Shadowrun) 
and technology stopped working, forcing people to 
learn magic in order to survive. Perhaps the game 
doesn’t take place on Earth at all, but on a fantasy 
world with a hard edge and a cyberpunk attitude. 
Instead of cyberware, characters use magical tattoos, 
ritual scarification and implanted talismans to gain 
their power. Some of the blood magic from FASA's 
Earthdawn game has this kind of punk edge to it. 

Take a cyberpunk world and put a magical spin on 
things. Instead of the Net, there is a magical “astral 
plane” or “otherworld” that certain wizards (hackers) 
can project themselves into in order to obtain knowl- 
edge and power. They would have to overcome 
guardian spirits (ICE programs) and other wizards in 
order to do so. The most powerful of these wizards 
make up important guilds (corporations) that control 
the flow of information and magical power to the gen- 
eral populace and are the real power behind the weak 
and puppet king (government). The agents of the 
guilds have blood runes, enchanted metal limbs and 
amulets (cyberware) that gives them the ability to 
enforce the guilds’ wills. Some guilds even have 
golems or undead (robots) at their command. 

The general populace lives in fear of the powerful 
guilds, going quietly about their daily lives in sprawl- 
ing, overcrowded cities built around the centers of the 
wizards’ power. They waste the little leisure time they 
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have watching magical illusions (television or VR) or 
downing the latest alchemical formula intended to 
bring happiness (drugs/chemicals). Gangs roam the 
streets, made up of the bored and privileged children 
of the wizardly elite out for some fun, or the desperate 
and feral spawn of the streets, seeking only to survive. 

But there are some rogue wizards who abandon the 
guild structure for their own purposes. They wish to 
pursue some field of study that is forbidden by the 
ouilds, sell their services for profit outside of the 
restrictive structure or indulge in other illegal activi- 
ties. These rogues, like cyberpunk hackers or street 
techies, steal secrets and power from the guilds. They 
also provide enchantments and amulets to their allies 
and those able to pay, creating the “street samurai” of 
the world. Throw in some other characters with mag- 
ical knacks and perhaps a fantasy creature or two 
(what if one of the guilds is run by a dragon, for exam- 
ple?) and you have an interesting party of characters 
for a magical rune-punk game. 

Technology in a rune-punk setting might not be 
entirely absent. FASA’s Shadowrun blends both magic 
and technology in the same setting and a rune-punk 
campaign could do the same: adding technology that 
is inferior, equal or even superior to the power of magic 
(although technology limits the flavor of a rune-punk 
setting). Imagine combining a steam-punk game with 
rune-punk magic and attitude to create a new spin on 
a setting like Castle Falkenstein or Deadlands. 

Alternately, technology could be highly suspect in 
a rune-punk game, with those who believe in such 
things as using moldy bread (penicillin) to treat illness 
considered charlatans, especially when a good magical 
healer is available (for a price). Ruling magical guilds 
might ruthlessly suppress any technological develop- 
ment that could threaten their supremacy or provide 
the mundane populace with power to equal theirs. 
Player characters could be part of a faction that wants 
to let certain technological information out that could 
benefit the world and overthrow the wizard overlords. 

But will technology prove the answer to their prob- 
lems or will the cure be worse than the disease? That's 
a good question for a cyberpunk campaign. G 
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elcome to Indiana Jones and the Wrath 
| of Hecate, the game of narrow escapes 

and rumpled fedoras starring every- 
one’s favorite archaeologist. Wrath is a solitaire 
game in three parts, designed to be played in a few 
hours; the player takes the role of Indiana Jones 
and his sidekick Ko as they attempt to thwart 
another dastardly Nazi aie to take over the 
world. Each part of the game represents Indy’s fur- 
ther progress towards reaching his goal. They are 
designed to be played one after the other, but you 
can play each of them individually if you wish. 
They're connected by an underlying story, pre- 
eared in italics at the beginning and end of each 
scenario. The assumption, of course, is that Indy is 
good enough to move forward, but he’ll need your 
help during some of the trickier parts. All you 
need to begin are these rules, a pair of six-sided 
dice and some scissors to cut out the counters. 

Each scenario has a map and a Table Sheet, 
located in the center of the magazine. The Table 
Sheet gives a short-hand description of the action 
and sequence of play, as well as providing the 
charts you'll need to run that scenario. These 
pages should be removed from the magazine and 
laid flat, providing a board from which to play. 
Before We Begin 

Each scenario has a goal which you (as Indy) 
must achieve, and a turn sequence to dictate how 
and when you may conduct actions to acheive it, 
Indy and his sidekick Ko have a certain number 
of Action Points, which they may use to do vari- 
ous and sundry things. At the end of each turn, 
they regain a certain number of Action Points 
depending upon the specifics. See the rules below 
for details. 

Indy and Ko also have a certain number of 
Hero Points, which they may expend to adjust 
their die rolls, perform heroic feats, or pull their 
bacon out of the fire. Unlike Action Points, they 
cannot regain Hero Points until the end of the 
scenario. Once used, they're gone. 

Okay, enough preliminaries. Let's do ir. 


Part One: Secrets Revealed 
Africa, 1937 
Indy raised his hand to shield his eyes against the 
setting sun. It was ten days since his friend Hsin Chi 
had wired him, sending a strange map and a request 
to secure the artifact at the end of it. His message was 
urgent and flustered, talking of secret cults and the 
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position of the stars. The Hsin Indy knew was calm 
and unflappable. It would take quite a bit to rile him 
up like that. 

Nevertheless, the map was intriguing enough to 
get his attention. It described the tomb of a Greek cult 
dedicated to the goddess Hecate. The cult had once 
flourished throughout the ancient world, but no evi- 
dence of it had been discovered further south than 
Cairo. This tomb was located almost a thousand 
miles into the Congo, representing an unprecedented 
expansion of Greek civilization. Any artifacts recov- 
ered would have immense scientific value, as well as 
a considerable asking price. 

So far, the expedition had gone about as well as 
any — not counting the disagreement with the border 
guards. Oh well, Marcus could always write some 
checks:to cover the damages, and most of the fires had 
probably burned themselves out by now. Who'd have 
expected the locals to remember his last trip through 
here? 

With a grin, Indy pulled his fedora a little lower 
and headed down into the valley, It was several more 
hours before he found the entrance to the catacombs. 
The long shadows of dusk had given way to darkness. 
With an improvised torch in hand, Indy entered the 
passageway, loosening his revolver in its holster... 


The Goal 


¢Indy has entered the cult’s tomb in search of a 
mystic Ceremonial Dagger. He must reach the 
Central Chamber and grab the Dagger, then 
exit the Temple by moving back to the 
Entrance. 

Set-Up 

ePlace the Indy counter on the Entrance 
Chamber. Indy begins with 10 Action Points, 5 
Hero Points, and Unscathed Wounds. He also 
begins with the Items listed on the Table Sheet, 
which he will use to help reach his goal. Place 
the counters anywhere on his Character Sheet. 

* Place the “Minutes” counter on the “O” square 
of the Minutes Track on the Map Sheet. 

End of Scenario 

¢The Scenario ends when Indy is killed (his 
Wound counter is reduced to Fade To Black), or 
when he enters the Entrance area after retriev- 
ing the Dagger. 

Sequence of Play 

Move Indy to an Adjacent Chamber 

¢ Declare which path Indy will take to explore a 

new Chamber, then roll two dice to determine 


the number of Action Points required to move 
to the next Chamber. You may also choose to 
not move, and spend one Minute there to 
regain Action Points (see below). 

® Once the dice are rolled, you may choose to not 
move after all. You must then expend the cost 
to move, or however many Action Points you 
have, whichever is less. You must spend the 
points even if you don’t. 

elf you decide to move to an adjacent Chamber, 
pay the Action Point cost and move Indy. 

Roll For Encounter 

®Each Chamber has its own unique Encounter 
table. Every time you enter a new Chamber, roll 
two dice and consult the table to determine 
what Indy finds in the Chamber: 
Utter Darkness. It’s dark in here. Really dark. 
So dark that moving forward may result in 
injury. [f you’re going to progress, you'll have to 
be careful. 
Natural Barrier. An old rockslide, open pit, or 
collapsed tunnel has blocked the chamber. It’s 
going to take some finesse to get through it. 
Swarming Pests. Rats, spiders, or some other 
form of vermin infest this room. You'll have to 
scare the buggers off or kill enough of them to 
clear a path. (Just be glad it isn’t snakes!) 
Illusionary Dangers. Winding passageways, 
dazzling sunlight, or bewildering statues make 
the area quite confusing. You can’t get hurt 
here, but you could lose a lot of time or drop 
something you'll need later. 
Fierce Guards. Now things start to get nasty. 
The tomb’s guards could be living descendants 
of the Hecate cult or just a panther with a case 
of the munchies. In any case, you'd better not 
count On a warm welcome. 
Deadly Trap. This room has got spikes coming 
out of the walls, hidden pits in the floor, or a 
giant block dropping from above. But Indy can 
handle it, right? 
Ancient Terror. A mummified priestess of 
Hecate was interred here thousands of years ago 
(the Dagger Indy needs is clutched in her 
hands), and her spirit still haunts the corridor. 
Better save some Hero Points for this one. 

Looking It Over 

® Once you have determined the Encounter pre- 
sent, mark it with an appropriate Encounter 
counter for future reference. 

Each Encounter is listed on the Table Sheet. 
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The Sheet’s Looking It Over area details the 
types of Items and options Indy may use to over- 
come the Encounter. 

e Indy uses these Activities to gather Clues to fig- 
ure out ways to overcome the Encounter. The 
more Clues Indy gathers, the better his chances 
of overcoming the Encounter. Indy will auto- 
matically overcome an Encounter if he gathers 
four Clues. 

e Start with the topmost Activity, which is always 
General. This is a free Activity, so you may 
always do it. Roll two dice and cross-reference 
the results with the 1 Clue and 2 Clues columns 
to locate the results. 
Example: If the Encounter was Utter Darkness, 
and you rolled a “9”, you would obtain | Clue. If 
your roll was “11”, you would gain 2 Clues. If it 
was less than 7, you would not obtain a Clue. 

¢Some Items list an Expend die roll. If you roll 
this number or less, the Item is Expended 
(removed from the game). In some cases, the 
Expend die roll overlaps the 1 Clue dice rolls. It 
is possible for an Item to help you obtain a Clue, 
but be Expended in the process. Remove those 
Items from the Character Sheet. 

¢Once you roll for one Activity, you may contin- 
ue on to the next one down. You may choose to 
not roll for a given Activity. By not rolling for 
an Activity, you eliminate the chance of it 
being Expended. 

eAs each Activity is resolved select the Clues 
you want to gain from it. There are four Clues: 
Act, Item, Past, and Two. You must select the 
Clues gained from one Activity before rolling 
for the next. 

¢Clue Summary 
Act: Indy sees the most likely solution to the 
Encounter. If, however, Act is not the correct 
solution, you are likely to take a lot of damage. 
Item: A nearby object provides some idea on 
how to get past the Encounter. By selecting it, 
you open yourself to likely, but minimal damage 
by not taking Act. 

Past: Indy relies on his past experiences to fig- 
ure out the obstacle. Past is not likely to be the 
solution, but if it is, you'll protect yourself from 
taking a substantial amount of damage. 

Two: Indy utilizes two of the objects he carries 
to avoid the worst. This solution is hardly ever 
correct, but when it is, you'll prevent yourself 
from taking an extremely damaging attack. 

¢ The object is to gather all four Clues during the 
Looking It Over step. That way, you automati- 
cally have the solution to the Encounter and 
can get Indy through it untouched. When you 
have less than four Clues gathered, you have to 
take your best guess as to which options you 
want tO cover. 

e As you select each Clue, place the appropriate 
counter by the Looking It Over portion of the 
Table Sheet as a future reminder. 

Time For Action 

e Once you have resolved Looking It Over, it is 
time to see what happens. Consult the Time 
For Action area of the Table Sheet. 

¢ The Clue column lists the four Clues that may 
be gathered. The Solutions column gives a brief 
description of what you are doing. The Correct 
column lists the die rolls that determine which 
solution is correct. The Penalty column speci- 
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fies the damage you suffer if you did not have a 
Clue to cover that result. 

¢ Roll two dice to determine which solution is the 
correct one by consulting the Correct column. 
For Example: If you rolled a “9” for Utter 
Darkness, the correct solution would be “Past”. 

elf you have the corresponding Clue to the 
Correct solution, you overcome the Encounter 
and suffer no Penalties. 

elf you do not have the correct Clue, you suffer 
all the Penalties of the correct solution and 
higher in the Penalty column. 
For Example: You have Encountered a Deadly 
Trap. By Looking It Over, you have gathered two 
Clues. You chose Act and Two. You then rolled to 
determine the Correct solution and got a “10”. The 
Correct solution was “Past”. So you suffer all the 
Penalties of Act, Item, and Past. In this case Indy 
suffers three Wounds, then he must Expend his 
Map and Bearer, he then suffers two more Wounds. 

elf Indy cannot take a specified Penalty (in the 
previous example, let’s say he'd already 
Expended his Bearer), then Indy suffers two 
additional Wounds for each Penalty he cannot 
take. 

e[f you fail to overcome the Encounter, then go 
back to Looking It Over and repeat both steps. 
You may go through each Activity as normal. 
Keep any previous Clues gathered. Roll for a 
new Correct solution each time you need to try 
again. 

e¢You may also choose to not try it again and 
move Indy back to an adjacent Chamber that 
you have already overcome. This is done 
instead of Looking It Over. The cost to retreat 
is all of your remaining Action Points. Lose any 
Clues gathered for that Encounter. 
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¢Many Chambers have a die roll penalty listed 
on the Map Sheet. This modifier applies to all 
Looking It Over die rolls in that Chamber. This 
makes it harder to gather Clues and more likely 
for Items to be Expended. 

Once a Chamber has been overcome, Indy may 
move through it without any difficulties. 

Grab Dagger 

elf you have overcome the Encounter in the 
Central Chamber, you may grab the Dagger by 
expending 5 Action Points. 

Indy Regains Action Points 

¢Indy regains Action Points based on how many 
Wounds he has suffered (if he’s Unscathed, he 
regains 6 Action Points, and so on). He may not 
exceed 15. 

The Minutes Counter 

e¢ At the end of each turn, advance the Minutes 
counter one space on the Minutes track on the 
Map Sheet. An Evil Wind begins to blow out 
from the Central Chamber once the Minutes 
counter has reached “Wind.” 

¢ On the first turn the Wind blows, place a Wind 
counter in the Central Chamber. On each fol- 
lowing turn, the Wind sweeps out through the 
Temple through each connecting path at a rate 
of one Chamber per turn. 

Indy is killed if he is in a Chamber when the 
Wind enters it, so move it. 

Indy dove out of the tomb's entrance, the ungodly 
shrieking of the creature behind him ringing in his 
ears. He kept running for a few more yards in hopes 
of putting some distance between himself and that... 
thing. Once he was sure he wasn't being followed, he 
stopped and examined the dagger he had gone through 
so much trouble to filch. It was large and heavy in his 


hands; the bright moonlight shone off the blade, 
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revealing a series of intricate carvings along its length. 
“Sure hope you were worth it,” he said to no one 
in particular, 


Part Two: The Chase to the 
Docks 


Addis Abbaba 

Hsin squinted at the ancient dagger, carefully 
studying the runes along its blade. Indy stood quietly 
nearby, waiting for his friend to speak. 

The cluttered apartment lay at the heart of Addis 
Abbaba’s oldest district, filled with masks, spears and 
countless other tribal relics. Hardly the place to find a 
former Chinese monk, but Hsin's passion for African 
and Middle Eastern culture led him far from his 
native land. Even the Italian occupation couldn't tear 
him away. 

In the doorway stood Hsin’s daughter Ko, watch- 
ing her father as intently as Indy was. The last time 
he had seen her, she was still learning to spell. Now 
she stood tall and radiant, a quiet smile playing across 
her face. Her black hair was tied in a braid that ran 
down the back of her dark pajamas. If she weren't 
Hsin’s daughter... No, Indy shook his head and 
focused back on the task at hand. You know what 
happened last time you played the cuckolder, he 
said to himself. 

Finally, the old man looked up. 

“It is as | hoped. With this dagger, we have a 
chance of stopping the horror.” 

“Okay, Hsin, time to fill me in. What horror?” 

Hsin's eyes were grave. “The cult of Hecate 
believes that when the stars are right, they may sum- 
mon their dark mistress from the spirit world. 
According to my studies, that time will come in less 
than a fortnight.” 

Indy looked incredulous. “Come on, Hsin. You 
know as well as I do that the cult has been dead for 
centuries.” 

“Oh really? Then explain the living guards you 
found at the tomb.” 

Indy fell silent.“Okay,” he said after a time. “So 
let's assume that you're right, and there is a ceremo- 
ny planned to bring Hecate back. What do we do 
about it?” 

“This dagger has given us the means,” Hsin 
replied. “It provides directions to an island in the 
Mediterranean, where the ceremony is to take place. 
If you can get there in time, you can prevent it from 
happening. Do you have transportation?” 

“T think I can take care of that.” Katanga still 
plied his trade along the Red Sea. It shouldn't be too 
much trouble to get in touch with him. He retrieved 
the dagger from Hsin and deposited it in his satchel. 

“Where did you hear about this from?” 

“An... associate of mine maintains certain con- 
tacts with the German government. The Nazis, it 
seems, ave quite interested in the ceremony.” 

That didn’t sound good. 

“Do you know where this associate is?” 

“He maintains a safe house near the coast.” 

“Good. I want to talk to him before I leave.” 

“My daughter will show you the way.” 

Ko stood up and nodded slightly to Indy, who 
seemed taken aback. 

“Ko? Look, Hsin, I appreciate the gesture, but 
things are liable to get dicey where I’m headed.” 

The wizened man’s face broke into a grin. “I 
know; that is why I want her along. You might get 
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The hut sat at the opening to a canyon, a few 
miles from the Ethiopian coast. Indy knew there was 
trouble the minute the ox cart pulled close. He 
pulled out his revolver and turned to Ko. 

“Stay here.” 

The door lay askance, its hinges ripped out of the 
wall. The broken body of an Ethiopian lay in the 
doorway, blood pooling around him. Hsin’s associ- 
ate. An Italian submachine gun was clutched in his 
hands. 

“Looks like he gave as good as he got,” Indy said 
quietly, gently covering the man’s face with his 
burnoose. His killers lay nearby, a trio of uniformed 
men parked in an open-top jeep.Their bodies were 
riddled with bullets. 

“Nazis,” Indy muttered. The Germans were 
more interested than Hsin had thought. 

A fifty-caliber machine gun lay mounted on the 
back of the Jeep, a full box of ammo beside it. 
Apparently, they had started shooting as soon as he 
popped his head out. Too bad he decided to shoot 
back. 

Ko had slowed the oxen to a halt, and joined him 
at the doorway. Her eyes widened at the sight before 


“They... killed him?” she asked. 

“That's what it looks like. Whatever the Nazis 
want with the cult, they don’t want anyone else to 
crash the party.” He patted her on the shoulder, 

“C'mon. Katanga's waiting for us on the coast, 
and I don’t want to be here when these gorillas’ 
friends show up.” 

Ko nodded and turned away from the body. 
“Perhaps we should make us of the Germans’ vehi- 
cle,” she gestured. 

“My thoughts exactly.” 

As they turned away from the hut, a billowing 
cloud of dust rose from the road behind them. It 
quickly manifested into more vehicles — motorcycles, 
more jeeps, a couple of trucks. Heading this way. 

“Great!” Indy quickly clambered into the aban- 
doned jeep, shoving the dead driver out the open door. 
The Nazis had spotted them, and were accelerating to 
close the distance. Ko climbed into the gunner’s posi- 
tion as he started the motor. 

“Do you know how to shoot that thing?” he asked, 
slamming the jeep into gear. She chambered a round 
and gave him a feral grin. 

“Watch me.” 


The Goal 


¢ The Nazis have plans for Hecate and don’t want 
our heroes to spoil the party. Indy and Ko have 
to reach the Bantu Wind before they get turned 
into Swiss cheese. The road, however, leads 
down a narrow canyon, so maneuvering options 
are limited. To make things worse, the floor is 
littered with rocks and other debris, turning an 
otherwise straight roadway into a deadly slalom. 

¢There is one Goal for this Scenario: the Jeep 
must survive until it has traveled 5 miles with 
Indy and Ko still alive. The Jeep is destroyed 
when its damage counter reaches Blows Up. 

Set-Up 

«Place the Starting Specified Objects listed on 
the Scenario’s Table Page. Indy and Ko’s Jeep 
begins on the designated hex. The beginning 
Nazi vehicles begin on their designated hexes. 


Place the first vehicle listed on First, the second 
on Second, etc. 

*Indy begins with 10 Action Points, 5 Hero 
Points, and with Unscathed Wounds. Ko begins 
with 6 Action Points, 2 Hero Points, and with 
Unscathed Wounds. The Jeep’s damage counter 
begins at Okay. 

¢ Indy starts as the Driver, Ko as the Gunner. 

¢ The Jeep starts with “0.0” on the Odometer, and 
with its Speedometer counter at 40 MPH. 


End of Scenario 

¢The Scenario ends when Indy is killed (his 
Wound counter is reduced to Fade To Black), 
the jeep blows up, or they have traveled 5 miles. 

Sequence of Play 

Select Speed 

* Move the counter on Speedometer track. It can 
be increased by 10 MPH per turn, or lowered as 
far as you want. 

¢ The Driver expends Action Points based on the 
Speed Selected (see Table Sheet). 

Terrain Moves 

*Each Rock on the map moves down the map 
one hex for every 10 MPH you selected in the 
Select Speed step. 

New Terrain Appears 

*Roll once on the New Terrain Appearance 
Table. Read across through each of the three 
columns to determine where new Rocks appear. 

* The Speed you selected in Select Speed dictates 
the row the Rocks start in at the top of the map. 
Many Rocks are moved one or more hexes clos- 
er, as indicated on the table, in order to ran- 
domize their positioning. 

¢ Rocks which appear in the Main Path are desig- 
nated as to whether they appear in the Left, 
Center, or Right column of the Main Path. 

¢ lf a Rock is to appear in a hex already occupied 
by a Rock, the new Rock appears in the first 
available hex closer to the bottom of the page. 

_ Indy and Ko Act 

¢Indy and Ko don’t have to just sit there and take 
it when the Nazis start shooting. In addition to 
swerving to avoid bullets and firing the monster 
50 caliber machine gun at their would-be 
killers, they can brush the sides of the canyon to 
create debris, side swipe nearby vehicle to drive 
them off the road, or other fun-filled bits of 
vehicular mayhem. Check the Table Sheet for a 
complete list of their actions and the Action 
Points required to use them. Conduct actions 
one at a time, in any order you prefer. The phase 
ends when Indy and Ko have no more Action 
Points to Spend. 

Indy and Ko Regain Action Points 

¢Improve Indy and Ko’s Action points by an 
amount equal to the modifier in his current 
Wound box. Indy may not exceed 15. Ko may 
not exceed 9. 

Opponents Attack, then Move 

eEach Nazi vehicle on the map conducts an 
attack against Indy’s Jeep. Roll two dice and 
apply the modifiers listed on the appropriate 
table. [f they inflict Wounds on our heroes, the 
Driver of the Jeep may take the Swerve option 
to avoid some or all of them (see below). You 
may freely distribute any remaining Wounds to 
Indy, Ko, or the Jeep. It is possible that the Jeep 
may be unable to Swerve enough hexes to avoid 
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all the Wounds from an attack. 

e Once all vehicles have attacked, their position 
is adjusted. This adjustment is made based on 
the Speed you selected at the start of the turn. 

eEach vehicle has a Speed rating. Move their 
counter one hex forward for each 10 MPH they 
are faster than Indy’s Jeep, or backward one hex 
for every 1O MPH they are slower than Indy’s 
Jeep. Vehicles which are forced off the bottom 
of the map are removed for play. 


Opponents Appear 
®Roll two dice to determine which new Nazi 
vehicles appear during the turn. Place the first 
listed in the First hex, the second in the Second 
hex, etc. If the appropriate hexes are occupied, 
place the new arrivals in the next numbered 
open hex. If no numbered hexes are available, 
then the Vehicle does not appear. i tf pant Va : ei 
Update Odometer } | Rit ee | ee it NER 
eIncrease the Odometer by .1 mile for each 10 | PQA ra | eae \\t : g ee Le | 
MPH you selected at the start of the turn. The Bac 
scenario ends when the Odometer reaches 5.0 e 
or higher. | Fo os say eee ae 
Terrain | re _Y us A 
Main Path Pn Ne ae - 5 
@ The Main Path tends to have fewer Rocks than 
the Shoulders. It is best to try to stay in these 
hex columns. 





Shoulders 
e These hex columns have a lot of Rocks. Also, if ae 
your Jeep is on a Shoulder hex during the or th oneay”.'4 
Recovery step, the Driver recovers one Action ala 
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Point less than normal due to the rough ground. | Ke J KIES 
Objects | - 


Rock | pa ee | | 
Socks Si pszORTe <i SRL RRL OR KODT IS NOW A MONTHLY COMIC-BOOK!! 
Rocks appear on the path and travel by as you ALL NEW ADVENTURES!! 


sped down the canyon. 












elf ee enters your Jeep's hex, and you bes SIGH - | CAN REMEMBER 
unable to Slip Around it, the Jeep is destroyed, OKAY. THE DWARF THROWS DOWN HEN A FLAG OF TRUCE 
and Indy and Ko are killed. WS SWORD ANO SURRENDERS ! | GOT DIES ON wv : | 
¢Roll two dice on the Chance to Slip Around | HIS BOOTS. MEANT SOMETHING. 
Table when a Rock enters a Nazi’s hex. A suc- , 
cessful die roll moves the vehicle to an adjacent | WASTE HIM WITH MY | RESPECTED HIM ONTIL 
hex. A failed die roll destroys the vehicle. ~ (ROSSBOW!!! HE SURRENDERED. DEATH 
et is possible for a vehicle to be blocked off from ~ TO COWARDS !! 
adjacent hexes by Rocks or other vehicles. In \ | } 
such cases it cannot Slip Around and is 


destroyed when a Rock enters its hex. 

eAny Vehicle forced to move into a hex con- 
taining a Rock is destroyed. 

Canyon Walls 

eCanyon Walls run along both sides of the 
Shoulders. Any Vehicle forced to move off the 
Shoulder, toward the Canyon Wall on that side 
of the map, is destroyed. 
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Movement 
eEach vehicle type is rated for its Speed. This 
controls whether it moves closer to or farther 
from Indy’s Jeep, based on Indy’s Speed 
Selected. 





Attack 
e Each vehicle attempts to attack each turn. Each 
type has a different modifier to its die roll, as 
indicated on the Table Sheet. 
Slip Around 
eEach opposing vehicle has a chance to Slip 
Around an on-rushing Rock, with a modifier 
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depending on what kind of vehicle it is. 
Whenever a rock enters the hex that the vehi- 
cle is in, roll on the appropriate Table to deter- 
mine the result. If they fail the roll, they crash 
and are removed from play. 
Durability 

*Each vehicle is rated for the strength of attack 
it can withstand without being destroyed. 
Attacks which score Wounds less than a vehi- 
cle’s Durability do not effect the vehicle. 
Attacks which score the Durability or higher 
destroy the vehicle. 

Katanga stood on the bridge of the Bantu Wind, 
lowering his binoculars and turning to his first mate. 
“Fire up the engines, they're coming in hot.” 

Damn Jones, He was always dragging those goos- 
estepping morons right to his front door. Oh well. At 
least he put a serious burr in their jackboots. Katanga 
had held a personal grudge against the Germans ever 
since that debacle with the submarine last year. 
Anything he could do to make their lives more miser- 
able was worth the trouble. 

The jeep sped toward the end of the dock where a 
pile of lumber had been scattered when its lashings 
broke. So far, no one had taken the time to clean up 
the mess. A lucky thing, Katanga thought, for it 
looked like Jones planned to use it as a ramp to launch 
the jeep onto the stern of his ship. Even though the 
ship was fifty feet from the dock, Katanga could see 
Indy’s fedora and grin. It looked like the man was 
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actually enjoying this. 


The jeep hit the base of the makeshift lumber 


ramp, and sailed upward with an aerodynamic stabil- 
ity Katanga would not have thought possible. The 
wheels hit the deck with a squeal and Indy quickly 
braked to a halt. Before anyone could move, he 
stepped out, and casually tossed the keys to a nearby 
deck hand. 

“Park this for me, willya buddy?” 


Part Three: By Darkest 
Moonlight 


Somewhere in the Mediterranean 

Indy and Ko moved cautiously down the corridor, 
ready for anything. The Bantu Wind had dropped 
them on the far side of the island, and Katanga had 
promised to wait for them until morning. It hadn't 
been much trouble to find the passageway to the cult's 
underground warrens. From there, they had followed 
the lights and sounds of activity until they came upon 
the main chamber. 

They stood in the shadows of the entrance, slowly 
taking in the hellish scene. At the other end of the 
temple, two cultists slowly pounded out a disturbing 
rhythm on the drums, while others carried out their 
duties. Each appeared to give the utmost care to their 
tasks: the careful arrangement of food on a feast 
table, the exact placement of logs for others to sit 
upon. Several Nazi troops moved among the cultists, 
their grey uniforms standing in sharp. contrast to the 
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Greek robes of their hosts. A raised walkway and 
platform had been carved out of the cavern walls to 
form an elevated area so all those in the temple could 
see. An altar had been placed on the raised area, and 
atop it it, a beautiful young woman was securely tied. 
Behind the altar stood an old man dressed in the robes 
of the high priest of Hecate. A dagger — identical to 
the one Indy had found in the Congo — was clasped 
in his hand. 

“They're gonna kill her,” he whispered. 

“We've got to stop them, Dr. Jones,” Ko replied. 

“T know, kid. I’m workin’ on it.” 

Eventually, the ruckus settled down, and the 
priest raised his hands. A German Hauptmann 
stepped up to the altar and began to speak. 

“My friends, once more we stand at the threshold 
to greatness! Through the glorious efforts of the Reich, 
we have given you the power to return the mighty 
Hecate to this plane. In exchange, she will help us in 
our efforts to claim our rightful position as rulers of 
the globe! With her at our side no one will be able to 
oppose the Fatherland!” 

A huge cheer erupted from the assembled throng. 

“You'd think they'd come up with new drivel to 
spout,” Indy muttered. The more things changed... 

The priest raised his hands, and the crowd fell 
silent. He began to chant eerily, and the drummers 
matched their cadence to join him. If he was going to 
do something, he would have to do it soon. Indy 
watched, waiting for an opportunity to dash forward 


Continued on page 52. 
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Starting Specified Objects 


Part One: Secrets Discovered indy 

















| a 
Sequence of Play Indy s Actions 
1) May Move Indy to an adjacent Chamber | Action Action Points Effect 
2) Roli For Encounter Move to next Area 2d6 Move Indy to an adjacent Chamber. 
A) Looking It Over Look Around 3 You may not expend any more Action Points during your turn. You immediately 
B) Time For Action | SoS SAO EMRE 
C) Grab Daaaer if Central Chamber Narrow Escape Variable This action is declared in response to a situation when you are about to suffer 
) 99! Wounds. Expend 5 Action Points for each Wound you wish to avoid suffering. 
Encounter Defeated (5 Action Points) ” | _— ) “ey 
D) Indy Regains Action Point Throw Dynamite 5 Add 5 to any Looking It Over die roll. Declare before rolling. The Dynamite is 
y neg shy on S Expended on a dice roll of 10 or less on two dice. 
E) Return to ‘A’ if Unsuccessful | Bearer None Risk Expending a Bearer instead of suffering one Penalty. Declare after determin- 
(Keep Clues Already Earned) ing Penalties suffered. Bearer is Expended on a dice roll of 10 or less on two dice. 
3) Wind Appearance/Movement Canteen 3 Take a drink to re-roll a Looking It Over die roll. The Canteen is Expended on a 
4) One Minute Goes By dice roll of 9 or less on two dice. 
| Hero 
ltem List Action Points Effect 
Whip Revolver Lucky Break 1 Retroactively modify any die roll, except the Time For Action Correct die rolls, by one or two 
points (once per die roll). 
Torch Map Hurry 1 Immediately gain 5 Action Points. 
Bearer Canteen Last Chance 1 Use a different Item than the one specified against an Encounter for a Looking It Over 
Dynamite Activity. The different Item is Expended on a dice roll of 10 or less on two dice. 
Spare/Retrieve Te | Prevent an Item from being Expended 
Looking It Over Time For Action 
as (2d6 die roll for each) Clue Solutions Correct (2d6) Penalty If No Clue 
4 Activity Expend 1 Clue 2 Clues Act Feel Way Along Walls 6- Lose One Minute 
5 General (Free) - 7-10 11+ Item Light Torch 7-8 and, Expend Torch 
if Light Torch — 5- 5-7 8+ Past Rely on Past Experiences 9-10 and, Suffer One Wound 
a 5 Action Points - 7-10 11+ Two Light Torch and Walk Slowly 11+ and, Lose a Second Minute 
"RG (2d6 die roll for each) Clue Solutions Correct (2d6) Penalty If No Clue 
q Activity Expend 1 Clue 2 Clues Act Muscle Through It 6- suffer One Wound 
x General (Free) - 6-8 9+ ltem Use Whip | 7-8 and, Expend Whip 
* Use Whip 3- 6-9 10+ Past Rely on Past Experiences 9-10 and, Lose Two Minutes 
Ls Study Map 6- 6-8 o+ Two Study Map and Use Whip Ti+ and, Lose One Item 
eu ie (2d6 die roll for each) Clue Solutions Correct (2d6) Penalty If No Clue 
= Activity Expend 1 Clue 2 Clues Act Crunch On Through 6- Suffer One Wound 
* General (Free) - 6-9 10+ Item Light Torch 7-8 and, Expend Torch 
"> Use Whip 4- 6-8 9+ Past Rely on Past Experiences 9-10 and, Suffer a Second Wound 
in Light Torch 4- 7-9 10+ Two Light Torch and Use Whip 11+ and, Lose a Minute 
Ay _ (2d6 die roll for each) Clue solutions Correct (2d6) Penalty If No Clue 
0 Activity Expend 1 Clue 2 Clues Act Ignore It 6- Lose One Minute 
am General (Free) - 6-10 114+ ltem Light Torch 7-8 and, Lose One Item 
v Light Torch 4. 5-8 O+ Past Rely on Past Experiences 9-10 and, Lose a Second Minute 
a Order Bearer f- 7-11 12+ Two Light Torch and Order Bearer 11+ and, Lose a Second Item 
| 
Y ee (2d6 die roll for each) Clue Solutions Correct (2d6) Penalty If No Clue 
0 Activity Expend 1 Clue 2 Clues Act Go Get ‘Um 6- Suffer Two Wounds 
a General (Free) . 5-10 11+ Item Fire Revolver 7-8 and, Expend Revolver 
oo Use Whip 4- 7-10 114 Past Rely on Past Experiences 9-10 and, Suffer Two More Wounds 
fr, ye iegutad 5- 3-6 7+ Two Fire Revolver and Use Whip 11+ and, Suffer Two More Wounds 
ction Points - 5-9 10+ 
~ (2d6 die roll for each) Clue Solutions Correct (2d6) Penalty If No Clue 
Ee Activity Expend 1 Clue 2 Clues Act Run and Dodge 6- Sutter Three Wounds 
oa General (Free) - 7-9 10+ ltem Study the Map 7-8 and, Expend Map and Bearer 
co study Map 5- 5-8 9+ Past Rely on Past Experiences 9-10 and, Suffer Three More Wounds 
pS poe pete 8- 3-6 7+ Two Study Map and Order Bearer 11+ and, Lose a Minute 
ction Points ~—s- 7-9 10+ 
a 
(2d6 die roll for each) Clue solutions Correct (2d6) Penalty lf No Clue 
c Activity Expend 1 Clue 9 Clues Act Attack It Head-On 6- Suffer Five Wounds 
0 General (Free) : 7-11 {24 ltem Fire Revolver — 7-8 and, Lose One Hero Point 
“4 Fire Revolver B- 6-11 {4 Past Rely On Past Experiences 9-10 and, Lose a Second Hero Point 
C Use Dynamite 10- 4-9 10+ Two Fire Revolver and Use Dynamite 11+ and, Suffer Five More Wounds 
Order Bearer 9- 5-10 114 
—{ 8 Action Points 5 
- -10 11+ 


Straighten the staples and remove these 
pages. Lay the Table Sheet and map flat on 


* For each specifi | : 
specified Penalty that Indy cannot take, lose 2 Wounds. the table for play. 
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Part Two: Chase To The Dock indy ana Kosleep 


Motorcycle - Sidecar - Sidecar - Jeep 


Sequence of Play | | F ° 
1) Select Speed New Terrain Appearance 


(May not increase by more than 10 MPH)| 246 Left Shoulder Main Path Right Shoulder 
2) Terrain M S 3- Rock 3 Closer Rock (L) 3 Closer and (R) Base Rock 1 Closer 
| ove 4 None Rock (L) and Rock (R) Base Rock Base 
(Hexes equal to Indy’s Speed / 10) 5 Rock 4 Closer Rock (C) Base and (L) Base Rock 1 Closer 
shew: Tentalh Appears 7 Rock 3 Closer and 8 Rock (R) 1 Closer and (L4G Flock Base ant 20 
- ; OCK 2 WIOSer an ase Oc) OSer an oser oc ase an oser 
(Roll once for the 3 columns) 8 None Rock (C) 2 Closer Rock Base 
4) Indy and Ko Act 9 Rock Rock (C) 3 Closer and (C) Base None 
(Expend Action points) 10 None None Rock Base and 4 Closer 
114+ Rock at Base Rock (R) 2 Closer and (C) Base Rock 3 Closer 


5) Indy and Ko regain Action Points 


(Based on Wounds Suffered) ; Indy and Ko’s Actions 
6) Opponent’s Act 





| 7 Action Action Points Effect 
7 ai ee a Position) Drive Variable (Driver) Expend Action Points based on Jeep’s Speed: 
) Ppenen s ppear 10-20 MPH = 1, 30 MPH = 2, 40 MPH = 3, 50 MPH = 4, 60 MPH =6, 70 MPH =9 
4- Truck - Jeep - Motorcycle Your Jeep must always go at least 10 MPH. You may accelerate by 10 MPH per turn, 
5-6 Sidecar - Motorcycle - Sidecar or brake by 10 or 20 MPH per turn. 
7-8 Jeep - Jeep - Truck Slide 1 (Driver) Expend 1 Action Point to move the Jeep into an adjoining Hex column (You 
9 Truck - Truck | may choose to slide into the Hex that is slightly in front of, or behind yours). 
10+ Motorcycle - Sidecar - Jeep Slip Around 3 (Driver) Just like Slide, except you may do this during the Terrain Appears or Terrain 
8) Update Odometer Moves step to avoid Rocks that would normally move into, or through, your Jeep's 
(Increase by .1 per 10 MPH of Speed) HEX. 
swerve Variable (Driver) Expend Action Points to avoid Nazi Attacks. Expend 1 Action Point for each 


point of damage to be avoided. Also, your Jeep must perform one Slide (all in the 
same direction for a given attack) for each point of damage avoided. The Slide action 
is performed at no Action Point cost. 


Take a Shot with Revolver. Make Rubble 2 (Driver) Your Jeep must be in a hex adjacent to a Canyon Wall. By scraping the Wall, 
3 Action Points at any Range you create a mound of rubble. Place a Rock counter in the hex directly behind your 








2d6 — Effect waap 
3- Click! Take this time to reload side Swipe Variable (Driver) Used when a Nazi Vehicle is in a hex adjacent to your Jeep. You must 
4-5 Blam! Missed Him expend Action Paints equal to the Vehicle’s Durability for each Hex you want the 
6-8 Blam! Take a Wound Vehicle to move. The Vehicle must move in a straight line down a hex row. The 
9-10 Blam Blam! Take Two Wounds Vehicle is destroyed if moved into a hex containing a Rock, or if prevented from mov- 
11+ Blam! Great Shot for Three Wounds, ing its full movement by the Canyon Wall. 
or Take Out A Driver Drive Steady Variable (Driver) You may reduce your available Action Points in order to help the Gunner. For 
= _ every Two Action Points you lose, give the Gunner One. 
Jeep Fire The .50 Variable (Gunner) Expend Action Points based on the length of each Burst fired: 
Short = 1, Medium = 2, Long = 3, Very Long = 4 
2d6 Effect 
6- Missed 
7-9 One Wound 


10-11 Two Wounds 
12-13 Three Wounds 
14+ Four Wounds 


+2 for Medium Burst, +4 for Long Burst, +6 for Very Long Burst, +2 if Indy is Gunner 





Look Around 3 (Either) You may not expend any more Action Points during your turn. You immediate- 
ly gain 6 Action Points. 
Switch Places 3 each (Both) Indy and Ko must each expend 3 Action Points to switch Driving and Gunning 
positions. 
Hero a 
Action Points Effect 
Look Out! 1 Give 5 of your Action Points to the other (Indy to Ko, or Ko to Indy). 
Kill Driver Have any attack which scored one or more Wounds hit the Driver. Vehicle is destroyed. 


| 
Lucky Break ] Retroactively modify a die roll by one or two points (once per die roll) 
Hurry 1 Immediately gain 5 Action Paints. . 
Don't Worry About It 1 Negate all Wounds from one attack, or negate being destroyed when you hit a Rock. 





t 5 CI 
Opponents’ Actions 

Movement Attack Chance to Slip Around Durability 
Vehicle Speed 2d6 Adjustment 2d6 Result Vehicle Rating 
Motorcycle 70 MPH 5- Missed ?- Failure Motorcycle 1 
Motorcycle w/Sidecar 60MPH . 6-7 One Wound B+ Success Motorcycle w/Sidecar 2 
Jeep 50 MPH 8-10 Two Wounds Jeep 3 
Truck 40 MPH 11-13 Three Wounds Motorcycle +3 Truck 4 

144 Four Wounds Motorcycle w/Sidecar +2 
Move forward one Hex for each 10 Jeep +1 Attacks which score fewer Wounds than the 
MPH the Vehicle is moving faster Motorcycle +0 Truck +0 Vehicle's Durability have no effect. 
than Indy. Motorcycle w/Sidecar +1 

Jeep +2 Move to a safe adjacent hex. When possible, 
Move backward one Hex for each Truck +3 adjust forward and toward Indy. 
10 MPH the Vehicle is moving Range 1 to 2 +2 
slower than Indy. Range 3 or 4 +1 


Allocate Wounds to Indy, Ko, and Jeep as you wish. 
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Encounter 
Deadly Trap 

Utter Darkness 
Natural Barrier 


Part Three: By Darkest Moonlight 


Sequence of Play 

1) Indy and Ko Act 
(By expending Action points) 

2) Indy and Ko regain Action Points 
(Based on Wounds Suffered) 

3) Opponent’s Act 


Straighten the staples and remove these 
pages. Lay the Table Sheet and map flat on 
the table for play. The Jeep Chase Table Sheet 
and map should be on the other side. 


Starting Specified Objects 


Logs x2 
Feast Table x1 


Pig x1 (on a table hex) 


Starting Randomized Opponents 
(Place in “Start” marked hexes) 


: Runners x6 

(Cultists, then Nazis, then Priest) Be ee ilete xe 

4) Special Dea “weed 
(Summoned Arrives, Fire Moves, Collapse Damage) eto x1 Bisclareaad 





Indy Takes a Swing at ‘um... 

1 Action Point at range 1 

2d6 Effect 

6- Woosh! No effect 

7-9 Jab, Take a Wound 

10+* Uppercut, Take Two Wounds 


Indy’s Use the Whip... 
2 Action Points out to Range 3, -2 vs. Priest 
2d6 Effect 


4- snap! No effect 
5-8 Crack! One Wound 
94° Ger-rack! Two Wounds 


Indy Takes a Shot with Revolver... 
3 Action Points at any Range, -4 vs. Priest 
2d6 Effect 


3- Click! Take this time to reload 
4 Blam! Missed Him 

5-6 Blam! Take a Wound 

7-9 Blam Blam! Take Two Wounds 


10+* Blam! Great Shot for Three Wounds 


Ko Uses Kung Fu... 
1 Action Point at range 1 


2d6 Effect 
5- Woosh! No effect 
6-8 Chop, Take a Wound 


9+* Sidekick, Take Two Wounds 


Ko Throws Shuriken... 

2 Action Points out to range 5, -2 vs. Priest 
2d6 Effect 

5- Zing! No effect 

6-9 Thunk!, Take a Wound 

10+* Thunk! Thunk!, Take Two Wounds 


* Recover one Action Point 


Indy and Ko’s Actions 


Action Action Points 
Move 1 or +1 / Hex 
Climb 7 / Level 
Shove Variable 
Throw 1/3 Hexes 


Tumble/Dodge Variable 


Leap 4 / Hex 


Look Around 3 


Effect 


Move one clear hex per Action Point expended. Must expend an extra Action Point if 
the hex is adjacent to an opponent, or contains an object. 


Used to move to an adjoining Hex of a higher Level. Cost is 7 Action Points for each 
difference in Level. Must expend enough to reach new Level. 


* You must expend Action Points equal to the objects Weight for each Hex you want 
the object to move. The object must move in a straight line down a hex row. You may 
not Shove an opponent, but you may Shove an object into an opponent. 


* The object will inflict a number of Wounds equal to its Weight if it enters a hex con- 
taining an opponent or object. 


* Unstable objects are tall enough (before being knocked over) to be Shoved from an 
adjacent hex one Level above their base Hex. Unstable objects are indicated with a 
“+1" on their counters. 


* If the object is Unstable, it will be knocked over instead of moving. It's base stays in 
the same hex, and it is layed down into its adjoining hexes. It then inflicts Wounds to 
any opponents it falls on equal to its Weight. Once knocked over, it can be shoved as 
normal. 


* You may only Throw objects with a Weight of One. Expend 1 Action Point for every 
3 hexes, or portion thereof, you want to throw the object. You may not Throw an 
opponent, but you may Throw an object into an opponent. 

* The object will inflict one Wound if it enters a hex containing another object or oppo- 
nent. Remove object from game once thrown. 


This action is declared in response to a situation when you are about to suffer 
Wounds. Expend one Action Point for each Wound you wish to avoid suffering, 


Used to move to an Adjoining hex on your Level or a lower Level. Cost is 4 Action 
Points per Hex you wish to move. You may move one bonus Hex if you are moving to 
a lower Level. If you are moving to a lower Level, check for Falling Damage. 


You may not expend any more Action Points during your turn. You immediately gain 6 
Action Points. 


Eo re 


Hero 

Action Points Effect 

Lash a Projection 1 Ko may not take this option. Must move to a lower Level. Do not check for Falling 
Damage. Move up to 4 Hexes for each Level difference, plus 1 hex for every 3 Action 
Points expended. 

Hurry! 1 Immediately gain 5 Action Points. 

Take That! 1 Knock an object or opponent back one hex opposite of the direction of the attack (choose 
any of the three hexes opposite of the attack’s direction). For each Wound you just inflict- 


ed to it. Any objects in those Hexes suffer Wounds equal to the knocked back object's 
Weight (opponent's have a Weight of 1). You may do this once per attack. 
Lucky Break 1 Retroactively modify a die roll by one or two points (once per die roll) 





Cultist 

Range Action 

1-2 Roll on this table 
2d6 Action 
5- Jump up and down 
6-8 Ranged attack for one Wound 
9+ Ranged Attack for two Wounds 
+1 per Drummer 


3-4 Throw a javelin for one Wound then 
move two hexes closer 
5+ Move two hexes toward closer 


(May move through other opponents, no stacking, 
move safely) 


Nazis 

Actions 

Same as Gultists, but... 

1) If movement is specified, increae hexes by one 
2) If Wounds are specified, increase by one 


Opponent’s Actions 












































Priest Priest 

2d6~ ~=Action 

7-14 Throw-art Ex fori arco ine: Unscathed | Protection seco Protection | Protection 
pad Solid =| Waning Drained 


est for four wounds 


12+ Move adjacent to Maiden and 
Perform next step of Ceremony. If 


Ceremony is done, treat as 
Lightening Bolt 


Add Indys or Ko's range (whichever is clos- 


est) to Priest die roll 
+1 per Drummer 


Move one space to left for each 
Wound suffered by Priest 


Ceremony 
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CHAOS PROGENITUS 


The exciting monster-fighting dice game from the creator 
of Dragon Dice™! 








Assemble your 13-die fiend from different body part and weapon dice and do 

battle with your foes! Gather dice from the starter set to assume the powers of 

the Fire, Death, Frost, Lash, or Blood Fiends. PLAGUE BEASTS adds new 
dice, fiends of Fester, Rot, and Stench! Designed by Lester Smith! 


"Yikes! Boxed fiends! Lester Smith, creator of the DRAGON DICE™ 
game..., is back again with another bone-rolling extravaganza, and it's a 
goodie." - Dragon Magazine 


‘a fun, fast-playing class in Monstrosity Blood-Shedding 101 ... biting, stinging 
and spearing your unimaginably ugly opponents." - Inquest Magazine 


0501 CHAOS PROGENITUS, Starter Set (13 dice and rules) .......0..........89.95 
0502 PLAGUE BEASTS, Booster Pack 1 (8 dice) ..o.ccecceesssecsesseseseeeseseeee $6.95 


PULP DUNGEONS! iia tlesinnoa 
, | ' for any fantasy role-playing system! 
Each 16-page PULP DUNGEONS adventure has several evening's worth of action-packed, dungeon-crawling fun! Every 


PULP DUNGEON in a series is linked by clues and passages to the other three! 
Written by Timothy Brown and James M. Ward, cover art by Brom! 





‘..the best dungeon adventures in years!" - Dragon Magazine 












Series 1, Just Above the Pit Series 2, The Elements of Terror 

0701 The Forsaken Elves ...............00. $3.95 0705 Halls of the Coven ....0............000..$3.95 
0702 An Infestation of Kobalds........... $3.95 0706 Ogre Smash! oo... cccssscsseceseeenenen 3,95 
0703 Dwarf Hold «0.0.0... ceeeseeeB3.95 0707 Caves of the Accursed Wings....$3.95 
0704 Orc's Lair ou... seceeeseesesseseeseeseee3.99 0708 Dragon's Fountain ........0.0.000.....$3.95 


Series 3, Guardians of the Knives 

0709 The Amazon's Gold .........ccsceee $3.95 
O710 The Zombie's CufSe ........ccseeeeeee PG.95 
0711 The Shaman's Totem ..................63.95 
0712 The Executioner's Challenge......$3.95 


All Destination Games products are avail- 
able at game stores everywhere, or order 
by phone at (414) 740-0364, or by mail. 
Add $1.00 shipping and handling. 


- DESTINATION GAMES 
| PO Box 1345 
Lake Geneva, WI 53147 





CHAOS PROGENITUS, PULP DUNGEONS, their logos, and the DESTINATION GAMES logo are trademarks of DES- 
TINATION GAMES. © 1997 DESTINATION GAMES. All Rights Reserved. DRAGON DICE is a trademark owned by TSR, Inc. 
© 1997 TSR, Inc. All Rights Reserved. 


e Character Sheets ¢ 


Indiana Jones™ 


Action Points (Start with 10, Improvement based on Wounds Suffered) 





TM and copyright 1987, Lucasfilm Lid. Used with permission. 





Wounds Suffered 
Action Point Increase / Turn 


Bruised 


Ripped - ; 
: Bloodied & Staggerin 
| Clothing Battered aay 


+6 es ee ec | +4 +4 +3 


Unscathed Rumpled 





Ko Chi 


Action Points (Start with 6, Improvement based on Wounds Suffered) 





Wounds Suffered 


Action Point Increase / Turn 


Ripped 


Unscathed Bloodied 


Clothing 
+3 +0 +é +2 





Continued from page 42. 


to untie the captive. 

Suddenly, everyone stopped moving. Slowly, they 
all turned toward him and Ko as if becoming aware of 
theme at the same instant. Ko immediately assumed a 
fighting stance, producing a pair of shurikens from her 
robe. Indy stepped forward, aiming his pistol at the 
nearest Nazi. 

“Showtime, kid...” 


The Goal 


eThe ceremony is underway, and Hecate will 
soon walk the earth again. It’s up to Indy and 
Ko to stop the ceremony from happening. To do 
that, they must fulfill two Goals: Kill the Priest 
and Rescue the Maiden. 

® The Priest is killed when his Wound counter is 
reduced to Dead. 

¢ The Maiden is rescued when she and Indy or Ko 
enter a Passageways hex at the bottom of the 
map. 

Set-Up 

¢Place the Starting Specified Objects listed on 
the Scenario’s Table Page. Each Object has a 
corresponding hex on the Scenario’s Map Page. 

Place your Indy counter on one of the four 
Passage Ways hexes toward the bottom of the 
map. Place Ko in the Passage Way hex next to 
him. 

¢Pick up the 6 Runner, 6 Nazi, and 6 Cultist 
counters and shake them up. Randomly select 
them one at a time and place them in the 
“Start” marked hexes on the Map. 

*Indy begins with 10 Action Points, 5 Hero 
Points, and with Unscathed Wounds. Ko begins 
with 6 Action Points, 2 Hero Points, and with 
Unscathed Wounds. The Priest begins with 
Unscathed Wounds and Arms Waving 
Ceremony. 


End of Scenario 

¢The Scenario ends when Indy is killed (his 
Wound counter is reduced to Fade To Black), or 
when he enters a Passage Way hex at the bot- 
tom of the map and you decide to leave. 


Sequence of Play 
Indy and Ko Act 

Decide on, expend the action points for, and 
conduct one action at a time. Continue until 
you run out of action points, or choose to do 
nothing else. 

Indy and Ko Regain Action Points 

*Improve Indy and Ko’s Action points by an 
amount equal to the modifier in his current 
Wound box. Indy may not exceed 15. Ko may 
not exceed 9. 

Opponents Act 

«The temple's denizens, of course, aren’t going to 
just sit quietly while our heroes interrupt their 
ceremony. The Priest will continue his chant, 
and the Drummers will continue drumming, 
unless stopped. The Runners will flee for rein- 
forcements, while the Nazis and Cultists will... 
well... try to kill Indy and Ko. Conduct the 
actions for each opponent one by one, starting 
from the top of the map and moving down. 
Their action will usually be modified by their 
range to Indy or Ko (whoever is closest to 
them). Their action may also be dictated by a 
die roll. 
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¢ The two sides of each opponent are slightly dif- 
ferent. By turning each as it acts, you can keep 
track of which ones have acted. 

Special 

¢This step is use to keep track of everything else. 
Summoned Cultists arrive. Expand the Fire if 
the Lava Pit has been Breached, and score 
Collapse damage starting on the turn after the 
Priest dies (see below for details). 


Terrain 
Level Difference 

Fach Level difference counts as one hex for 
range purposes. 

*Indy and Ko must Climb to higher hexes and 
Leap to lower hexes. (Suffer one Wound per 
Level fallen.) 

Movement 

*Normal movement rate for Indy and Ko is one 
hex per Action Point spent. 

elt costs 2 Action Points to enter Stair hexes. 

*It costs Action Points equal to objects Weight 
to enter a hex containing an object. Opponents 
may not enter these hexes. 

Cover 

* lf Indy or Ko is adjacent to an object of Weight 
2 or more, and the object is between Indy or Ko 
and an opponent, Indy or Ko may not be 
attacked by that opponent. 

*Opponents do not take advantage of Cover. 

Lava Breach 

* It is possible to break open the stone walls of the 
lava pit and send molten death streaming out all 
over the map. Two Wounds must be inflicted 
with one attack to cause a Breach. Choose 
which hex side the Breach occurs in. 

¢ The lava stream will expand by two hexes each 
turn. It may flow in any direction you choose, 
but may not go up to a higher level. 

¢ All figures suffer two Wounds for each Fire hex 
entered, or if their movement ends in one of 
these hexes. 

Instant Death Hexes 

¢ Should Indy, Ko or an opponent enter the Lava 
Pit or a Bottomless Pit hex, they die. 

Objects 

Brazier Knocked Over 

«Spills out 2 Fire counters from its top hex along 
its line of collapse. 

@ May be knocked over to a hex of a higher level. 
The Fire then spills out on the higher level. 

¢ Suffer two Wounds for each Fire hex entered, or 
if movement is ended in one of these hexes. 

Flammable Objects 

eThe Logs, Feast table and Drums are 
Flammable. If Fire enters their hex, the Fire 
immediately spreads to all hexes of the object. 
Any objects or opponents in those hexes imme- 
diately suffer 2 Wounds. 


Opponents 
Runners and Drummers 

¢ All Runners move toward the Passageway at the 
top of the map. Runners move two hexes per 
turn. Once one Runner leaves the Temple, all 
remaining Runners and Drummers become 
Cultists. 

elf a Drummer somehow loses his Drum, he 
becomes a Cultist. 

*Drummers modify the die rolls of Cultists, 
Nazis, and the Priest. See the Table Sheer for 


details 
«Each Runner and Drummer has one Wound. 
Cultists 

eEach Cultist has his actions dictated based on 
his range to Indy or Ko, whichever is closer. 

¢ Each Cultists has one Wound. 

Nazis 

@ Each Nazi has his actions dictated based on his 
range to Indy or Ko, whichever is closer. Use 
the Cultists table and adjust as indicated for 
Nazis. 

¢ Nazis are not affected by attacks which do one 
Wound. A Nazi is eliminated upon suffering an 
attack which scores two or more Wounds. 

Priest 

¢ The Priest has his actions dictated based on his 
range to Indy or Ko, whichever is closer. Use 
the Priest table. 

The Priest has multiple Wounds. Keep a record 
of his Wounds on his Wound track with the 
Wound counter provided. 

Rescuing the Maiden 

¢ The Priest must be dead before the Maiden can 
be rescued. 

¢Move Indy or Ko to an adjacent hex on her 
Level and expend 5 Action Points. 

* Maiden will then move with Indy or Ko (in his 
hex) at no cost. She is immune to damage. She 
dies if Indy dies. 

Death of the Priest 

*Once the Priest dies, each opponent moves at 
top speed toward the nearest Passageway hex 
(Hecate can’t come without him, and she’s real- 
ly angry at them.) Each is removed from the 
game as it enters one of these hexes. 

¢Once in retreat, opponents no longer move 
toward Indy or Ko, but they do inflict damage as 
normal. 

eQOn the turn the Priest is killed the Temple 
begins to shake and the ground trembles. On 
each turn after that, parts of the Temple begin 
to collapse. Indy, Ko and any opponents 
remaining in the Temple suffer 1 die of Wounds 
on the first turn of collapse. Indy and Ko may 
avoid these as normal with Action Points. The 
damage increase by one die with each passing 
turn (2 dice the second turn, 3 dice the third 
turn, etc.) This continues until Indy and Ko 
escape or are killed. 

Summoned Cultists 

¢One Cultist appears in each Passage Way hex at 
the top of the map, starting on the turn the first 
Runner enters a Passage Way hex at the top of 
the map. 

¢One Cultist will appear in each of those hexes 
each turn from then on. 

Epilogue 

Aboard the Bantu Wind 

Indy and Ko stood on deck, watching the waves 
roll by in the Mediterranean moonlight. They were on 
their way to Greece, to return the young woman they 
had rescued from the cult to her native village. She 
wasn't shy about showering her liberators with grati- 
tude, and after several hours of crushing hugs, they 
needed a break. Ko looked out over the wind-swept 
ocean and mused silently. 

“So the cult has been shattered,” she said at last. 

“I wouldn't go that far,” he replied. “But at least 

they'll have to wait another thousand years to throw a 

shindig like this one again.” 
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“And the Nazis?” 

He laughed. “Unfortunately, they're a bit harder 
to placate. This scheme may have fizzled, but you can 
bet they've got a dozen others up their sleeves.” 

“So what do we do, Dr. Jones? How much of a 
difference have we made here?” 

“Enough to set them back a couple of paces any- 
way. And as for the future?” he turned and gave her 
a wry grin. “These aren't subtle people we're dealing 
with. Keep your nose to the wind, kid, and you'll be 
able to smell them out.” 

The ship sped on, racing to meet the dawn. 


Appendix: Using The Curse 
of Hecate in the Indiana 
Jones RPG 


While Indiana Jones and the Curse of Hecate is 
a stand-alone board game, it can easily be modi- 
fied for use with The World of Indiana Jones RPG. 
The maps and counters can be used to plan 
adventure scenarios. Below is a brief discussion of 
the Cult of Hecate for RPG play, as well as back- 
eround information and game statistics for Ko 
and Hsin Chi. (Information on Hecate is a brief 
synopsis of the figure from a variety of mytholog- 
ical sources. The Cult itself is a pure fabrication.) 


Hecate and Her Cult 


Of all the ancient gods of Greece, Hecate was 
among the most sinister. The granddaughter of 
titans, Hecate was the mistress of black magic and 
evil spirits. Her followers were often able to call 
terrible curses down upon those who had slighted 
them. The mythical witch Medea was a follower 
of Hecate, and called a terrible vengeance on her 
husband when he left her. The witches from 
Macbeth summoned Hecate to predict a horrify- 
ing future for the upstart nobleman. Even in the 
world of Indiana Jones, her dark shadow lingers in 
the hidden corners of the globe. 

The Goddess of the Dark Moon, Hecate was 
often connected to Artemis, the deity of hunting 
and moonlight. The darkest aspects of the moon 
— of hidden secrets, madness, and black magic — 
were Hecate’s domain. She sometimes appeared 
as a beast with three heads, and was often accom- 
panied by a trio of baying hounds. She ruled the 
Crossroads of the world (both real and metaphor- 
ical), and worshippers gathered at crossroads and 
graveyards to pay homage to her. (The island 
temple in “By Darkest Moonlight” lies at the geo- 
graphical center of the Ancient Greek world.) 

The Cult of Hecate flourished throughout the 
Mediterranean, meeting secretly to pay homage 
to their dark mistress. It was outlawed in most 
“civilized countries, but managed to thrive in 
secrecy, as most cults often do. It’s largest factions 
lay in Sparta, on the island of Crete, and in the 
cities around the Black Sea. 

The coming of the Romans brought the party 
to an end, but hidden pockets of the cult survived 
in the far flung corners of the Empire. Islam and 
Christianity pushed it even farther from the light, 
and by the rise of Charlemagne, it was limited to 
a few isolated villages and near-abandoned tem- 
ple. Thus it remained for centuries. 

The chaos and destruction of World War One 
led to a slight renaissance for the cult, which saw 
its membership swell among Greek and Italian 
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soldiers who had seen the war first hand. By the 
1930’s the cult numbered approximately two 
thousand members, with headquarters in Athens, 
Rome, Istanbul, Cairo, and Barcelona. Their 
“temples” are usually hidden beneath some legit- 
imate function, such as an inn or cemetery. 
While utmost care is taken to hide their existence 
from prying eyes, members are very cautious. Few 
are aware that the cult even exists. 

The cult is dedicated to returning their mis- 
tress to the Earth, and to breaking down the bar- 
riers between the material and spiritual worlds. 
Services are held every new moon, and involve 
conjuring spirits, opening mystic gateways, and 
offering libations to the Dark Moon. Occult arti- 
facts are of particular interest to followers of 
Hecate, and they spend a great deal of time hunt- 
ing such artifacts down. This can bring the cult 
into conflict with any PCs searching for a similar 
or identical object. 

The cult recruits members from the occult 
community, and prefers the less educated to the 
more discerning. Members who stay with the cult 
soon become fanatics; those who don’t are killed 
and disposed of as quietly as possible.While small 
and dispersed, they are very good at what they do, 
and have learned to act with inhuman patience. 
They should never be underestimated. 

GMs interested in using the Cult of Hecate 
should use the “Standard Cultist” stats in The 
World of Indiana Jones basic book, pg. 77. 

Hsin Chi 

Growing up in Shanghai, Hsin Chi’s parents 
raised him according to traditional Chinese 
beliefs. He was dissatisfied with his surroundings, 
however, and longed for new frontiers. He was 
able to emigrate to England, where he studied 
world cultures and history. He was particularly 
fascinated with the cultures of Africa, and follow- 
ing graduation, he signed up on an expedition 
down the Nile. He has remained on the Dark 
Continent ever since. 

Hsin is an expert on Africa and the 
Mediterranean, and has spent most of his adult 
life pursuing one archaeological find after anoth- 
er. He met Indiana Jones in the summer of 1925, 
and the two have been friends ever since. Now 
almost sixty, he has retired from active work, and 
spends most of his time writing and studying from 
his apartment in Addis Abbaba. Not even the 
occupation by the Italians was enough to make 
him leave. 

He has one daughter, Ko, by marriages to a 
much younger woman. His wife died in child- 
birth, and he has raised and educated his daugh- 
ter by himself. 

Agility 6 

Dodge 10, martial arts (karate) 11 

Dexterity 7 

Vehicle piloting: wheeled 10 

Strength 6 

Endurance 7 

Toughness 7 

Intellect 10 

Deduction 16, first aid 13, linguistics 14. 

Mind 12 

Scholar: archaeology 15, history (African) 17, 
culture (African) 18, history (Asian) 13, culture 
(Asian (14) 


Confidence 11 

Charisma 9 

Persuasion 12 

Life Points: 5 

Equipment: burnoose, African tribal staff, pen 
and paper, reference texts, ox cart with oxen. 

Description: Hsin is a small Chinese man 
with graying hair and kindly eyes. He dresses in 
traditional Ethiopian clothing, although occa- 
sionally he can be found in khaki trousers and 
shirt sleeves. He listens very carefully before he 
speaks, and is known for his even temper. If the 
Italian government ever learn his background, he 
would be deported instantly, but for now, he is 
content to lie low and continue his studies. 


KO 

Tall and proud, Ko Chi is Hsin’s only daugh- 
ter. She grew up in the middle of countless expe- 
ditions into the African mainland, where she 
picked up her father’s love of the hidden and mys- 
terious. Hsin has taught her everything she 
knows, and she is remarkably well-spoken for 
someone with no formal schooling. 

Since moving more or less permanently to 
Addis Abbaba, she has become herr father’s eyes 
and ears in the city. She has learned the value of 
staying unnoticed and can move with remarkable 
stealth if she wants to. Her father has also trained 
her in the martial arts, which has come in quite 
handy on the rough and tumble streets of 
Ethiopia’s capital. She has also picked up a few 
military skills since the occupation, and plans on 
using them when the Italian’s hold on the coun- 
try begins to slip. 

While curious about everything she sees, Ko 
knows better than to open her mouth in mixed 
company. Like her father, she is content to listen 
and watch, drawing attention to herself only 
when she is sure she can trust the party on the 
other end. 

Agility 11 

Dodge 13, martial arts (karate) 14, melee 
combat 12, stealth 15 

Dexterity 11 

Fire combat 13, vehicle piloting (cart) 12, 
thrown weapons 15 

Strength 7 

Endurance 10 

Intellect 9 

Tracking 10 

Mind 10 

Research 12, scholar (African culture) 12 

Confidence 9 

Streetwise 11 

Charisma 10 

Persuasion 12 

Life Points: 7 

Equipment: black pajamas, sandals, belt 
pouch, hidden throwing stars, notebook. 

Description: Ko is a young Chinese woman 
approximately nineteen years old. Her eyes are 
hazel and cat-like, and move with an eerie calm 
that belies their perceptiveness. She usually keeps 
a variety of weapons hidden on her at all times, 
and can move with breathtaking speed if she has 
too. She has contacts all over Addis Abbaba, who 
keep her filled in on the comings and goings of 
the regime, the academic community, and various 
underworld figures. @ 
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he bard serves various roles throughout the 

Empire and the Old World. For the peasants 

and working classes, they serve as a source of 
news and an endless source of gossip. For the rich and 
nobility a bard is a high-priced talented entertainer. 
Yet for some, the bard serves as a chronicler of history, 
and the keeper of traditions. 


iInTRODUCTIoN 


All bards are unique and this holds true in their 
backgrounds as well. No matter how a person becomes 
a bard, all have one thing in common: the desire for 
knowledge. This desire for knowledge applies to any 
subject, but often times is trivial in nature. For exam- 
ple, a bard may be able to tell who won a recent bat- 
tle, bur none of the major events. Instead the bard 
could give you a very interesting and fascinating 
detailed history of the sword that Commander Gunder 
used. This history would include who forged the blade, 
and what type of leather was used to wrap the hilt. The 
bard could also tell you what campaigns the sword was 
a part of. 

Bards are not true scholars, and many of the schol- 
ars in the Empire’s Universities consider bards nothing 
but masters of trivia. It is the scholar’s contention that 
real knowledge, and true learning, comes from the 
careful study of books. A bard counter’s this by stating 
that often times the “official” history fails to mention 
the little events that helped to shape the larger the 
event. 

Bards are very social, and this even holds true for 
dwarf bards as well. The only way to learn about 
events is by talking and socializing. Bards are great 
conversationalists, and talented listeners, and often 
times a bard would rather talk then fight. Regardless of 
race, bards are respected and are treated with courtesy. 
You never want to insult a bard, because you will soon 
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become a prominent figure in his stories. Many a mer- 
chant, who did not pay a bard for his services became 
a prominent villain and had his reputation altered due 
to a bards story. 


BARDS OF DIFFERENT RACES 


All the races hold bards in high esteem. The elves 
greatly respect their bards, and this is due to their 
desire to keep the songs and stories of the race alive. 
Elf bards spend their free time researching and record- 
ine the history of her people, that scholars neglected 
to mention. Dwarf bards, on the other hand, hold a 
very important place within the clan. A dwarf bard is 
often looked on as a clan's historian. Through the 
bard’s stories the deeds and accomplishments of the 
clan are told so each generation will not forget. 
Outsider ‘s find these dwarf legends very violent, and 
the major themes is war and battle. The dwarf consid- 
er these stories an important, if not crucial part, of this 
is their history. 

Halfling bards are the pure storytellers, and some- 
times these stories are even true. It is dull, according to 
the halfling bard, to simply say Uthgar slayed the drag- 
on. Instead, if you include that Uthgar had to first slay 
an army of goblins, and then the dragon, you have a 
great story. If you say that Uthgar did it blind folded 
and his only weapon was a rusty dagger — even better! 

Gnome and human bards are very similar because 
they are both showmen. Both see performing as an 
true art, and take great pride in entertaining and amus- 
ing audiences. It is truly the masterful bard that can 
capture his audience attention and make them forget 
that this is a show, and both groups strive for this. 
Gnome and human bards are always welcomed, and 
there are many cases of a gnome bard performing in 





exclusive elf communities. 
Regardless of race’ no two bards are truly alike. 
Every bard is unique and their backgrounds are varied, 








and this hold true for performing style as well. Grog, a 
famous dwarf bard, is known all over for his story 
telling, and even the halflings are amazed at the tales 
he can spin. All bards are performers and love to 
entertain. Though most bards have no magical train- 
ing, their ability is capture the audience’s attention is 
considered magical. 


BARD ADVANCED CAREER 


Race 
Elf, Gnome, Dwarf, Halfling, Human 


Career Entries 


Entertainer, Gambler, Jester (gnome only), 
Minstrel, Student, Troubadour, Wizard Apprentice 


Career Exits 
Charlatan, Scholar 


Stats 


M: — 
BS: +10 
T: +1 

I: +20 
Dex: +30 
Int: +30 
WP: +10 


Skills 


The Bard 


WS: +10 
S: 
W: 
A: — 

La — 

Cl: +30 
Fel: +40 








Acting, Charm, Comedian, Dance, Etiquette, 
History, Jest, Musicianship, Read/Write, Secret 
Language — Classical, Storytelling, Wit 


Trappings 


1d4 Books of Stories, Legends, Poems, and Music, 
1 Empty Journal, Writing Kit, 2 Sets of Colorful 
Clothing, Musical Instrument, 6 Gold Crowns. @& 
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ivilized Games is an adventure scenario set on 

the island of Harn. If you're not using 

HarnMaster or HaérnWorld, the adventure can 
be converted with little difficulty to any other fantasy 
role-playing system and to any city with a thieves’ 
guild and a gladiatorial arena. 


THE SETTING 

The adventure takes place in Coranan, the largest 
city on the island of Harn and the capital of the 
Thatdic Republic, a country ruled by a senate of 68 
rich, corrupt, and mostly greedy senators. Coranan is 
the most cosmopolitan settlement on Harn, and is 
noteworthy for its profusion of palaces and major 
buildings (legacies of the once-powerful Corani 
Empire). The city is divided into several distinct 
enclaves segregated by inner walls. Coranan is separat- 
ed from the adjacent town of Kuseme by the Thard 
River. (Maps of Coranan are shown on pages 69-70.) 

Coranan is governed by two officials. The Prefect is 
responsible for financial, judicial, and other civil mat- 
ters (he is effectively a Mayor) and appoints a varying 
number of Judge Advocates (aldermen). The Warden 
commands the Red Guard and is responsible for 
Coranan’s defense and security. The city is, however, 
inadequately policed since the elitist Red Guard con- 
sider garrison duty to be beneath their dignity. In actu- 
al practice, each of Coranan’s enclaves is patrolled by 
mercenary bands hired by the residents of the enclave 
in question. In the slums of northwestern Coranan, 
the Lia-Kavair (thieves’ guild) is very powerful. 

There is rampant bribery and corruption in virtual- 
ly all of Coranan’s institutions. What appalls visitors 
the most about Coranan is the open expectation of 
what are elsewhere considered bribes. Many visitors 
are left speechless by the sight of discrete signs listing 
the suggested “gift” for various services. Accepting or 
offering such a gift is not considered corrupt or illegal, 
although there are stiff penalties for breach of promise 
and overcharging. Residents of Coranan patiently 
explain to visitors that all public officials are under- 
paid and overworked, so a “gift” motivates them to 
take a special interest in individual cases and handle 
them expeditiously. Visitors are cheerfully advised to 
think of the payment as a fee for services rendered 
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rather than a bribe. 

Coranan’s bureaucracy is notorious for inefficiency, 
incompetence, and indifference. All of this disappears 
in the face of a shrewdly-placed “gift.” As a witticism 
has it, “All problems in Coranan can be cured with sil- 
ver except old age and death, and the bureaucracy is 
working to solve those.” 


The PCs 


We have included six pre-generated characters for 
use in the scenario. The PCs’ motivation for being 
together is that. they are all worshipers of Ilvir (see 
sidebar, page 66). They have formed an adventuring 
band (led by Sir Tobris, a landless knight) and have 
just arrived at Coranan to seek their fortune, The 
eroup’s long-term goal is to gather enough money and 
followers to found a Temple to Ilvir within Coranan’s 
city walls. The group’s short-term goal is to gather 
enough money to pay for their food each day. Each PC 
has an acquaintance in Coranan whom they can con- 
tact for rumors and other information. 


LEAD-II 
AD-ILII 

The adventure begins at noon the day before the 
holding of the gladiatorial games at the Pamesani 
Arena. Sir Tobris is approached by a man dressed in 
the manner of a slave. The man states his name is 
Gerin, and that his master, Indros, wishes to consult 
with the PCs as soon as possible (i.e., right now!). As 
proof of his master’s intent, he gives each of the adven- 
turers two silver pennies just to come with him (a sil- 
ver penny is what a soldier receives for a day’s work as 
a bodyguard). Gerin will lead the PCs to the shop of 
Indros, one of Coranan’s three moneylenders. 

After the adventurers have entered the shop and 
are introduced to him, Indros tells the PCs of his 
plight: 

“It is a sad day when men of honor and hard work 
must suffer at the hands of those who are evil and lazy. 
And that is why | have asked you to come here, to 
assist me in avoiding such a fate. | had heard of your 
arrival at our city and had hoped to introduce myself 
after you had settled in, but circumstances now force 
my hand. 

“My wife, Solene, left with her maidservant this 
morning to shop at the fish market at Rafters’ Wharf. 
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She has not yet returned. | would not be worried about 
this if it had not been for the visit to me of a tall, 
stocky man with dark hair who told my servant he 
wanted to obtain a loan for ten gold crowns, which as 
you might know is worth 2,400 silver pennies. When 
he was here in my office with me, I inquired as to his 
security for the loan, but he said in reply, ‘My security 
is your wife. If you refuse my request, she will lose her 
tongue. If you touch me, she will lose a hand. If you 
follow me after I leave, she will lose a foot. If you kill 
me, she will lose her life.’ 

“When I looked up aghast at this cretin and asked 
what he was talking about, he said he was an emissary 
from those who had kidnapped my wife! Then he 
laughed and told me not to worry for she was alive and 
well, at least for the moment. After this he handed me 
the hat of Solene’s maid, and I feared the Emissary was 
speaking the truth. 

“I then asked the Emissary if he wanted anything 
besides the loan. He said I would find out in due 
course, for he did not want to discuss such things here 
where my servants and family members could over- 
hear. ‘For now,’ said he, ‘fear those whom | represent. 
Fear what they can do. Fear what they will do if you 
refuse them. Meet me at dusk at the edge of the woods 
near the Village of Eldin. Come alone, or your wife's 
body will be missing some of its parts.’ And then he 
left. That was when | sent Gerin, my most loyal and 
trusted servant, to bring you here. 

“And now I appeal to you. See if the Emissary 
spoke truthfully. If he did, 1 want you to return Solene 
to me alive and well. Tell no one what you are doing, 
for if it is known my wife is in this kind of danger, 
many will wish to claim from me the moneys | owe 
them, and I will be ruined. 

“Here are ten silver pennies for each of you. | will 
give you ten times as many pennies if you succeed. 
Since you have only recently arrived here in Coranan, 
Gerin will accompany you as a guide. If you need more 
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than ten silver pennies each for expenses, tell Gerin 
what you need the additional money for and he will 
contact me for the money. Help me and | will reward 
you well.” 

Indros will be willing to (at most) double his initial 
offer. If the PCs want more than this, he'll hire anoth- 
er group of adventurers instead. 


Clues and Rumors 

At this point, investigation is the order of the day. 
Below are the most common activities attempted in 
playtesting. None of the playtesters solved the crime 
by the end of the first day, so we have assumed this will 
be the case when you run the adventure. The PCs 
won’t be able to complete all of the activities below in 
a single afternoon. We recommend you give each PC 
a chance to do one, and only one, activity before the 
sun sets. 

Queries for information about the village of Eldin 
will reveal it to be a small village northeast of Coranan 
(it’s printed near the top of the map of Coranan on 
page 70). Eldin is primarily a fishing village and water- 
ing hole for poor riverfolk. A few of its residents make 
their livelihood laboring within Coranan. Since 
Coranan’s city gates are closed at dusk and opened at 
dawn, most of these laborers leave Coranan in the late 
afternoon. Residents of Eldin who wish to enter or 
leave Coranan after dark can do so only by “gifting” 
the mercenaries on duty at one of the city gates. 

Attempting to retrace the route Solene and her 
maid took to the Rafters’ Wharf will be easy since they 
use the same path every day. The mercenary guards 
who patrol the wharf, and the fishmongers in its stalls, 
will reveal nothing without an appropriate bribe 
(about a silver penny or so). A few will recall seeing 
two women fitting Solene and her maid’s description 
having gone into a tent behind a fishmonger’s stall; 
none of them recall the two women leaving. If the PCs 
ask to be led to the Fishmonger, they will find his tent 
is gone and his stall is empty. Appropriate bribes will 
reveal the Fishmonger packed up his tent and left 
about an hour ago, accompanied by three male “assis- 
tants” (one of whom fits the description of the 
Emissary). The PCs can also find out the Fishmonger 
(who will turn out to be the Villain’s right-hand man) 


THE FiSHMONGER 





SHADIS THIRTY-SIX 





Bloodsports and Intrigue 


had never appeared on the wharf before. 

Belena will probably want to use her Psychometry 
psionic talent on the maidservant’s hat to try to deter- 
mine her present location. With a Marginal Success, 
she will know the maid is somewhere in the eastern 
part of Coranan. With a Critical Success, she will be 
able to lead the group directly to the maid’s present 
location: the bottom of the Thard River adjacent to 
the Rafters’ Wharf. If the maid’s body is inspected, it 
will be noticed her throat has been cut and six of her 
fingers have been removed. Successful use of the 
Embalming skill will reveal the maid died shortly after 
dawn this morning from the wound to her neck. A 
Critical Success will, in addition, reveal that the 
maid’s fingers were removed after she was dead. 

The PCs may wish to involve the legal authorities 
in this matter. If they can convince a Judge Advocate 
a crime has been committed, they will be given a war- 
rant to investigate the matter. However, to see a Judge 
Advocate with less than a day’s notice will require the 
PCs to “gift” the Judge’s appointment keeper and any 
other bureaucrats who can slow down or stop them 
from seeing the Judge. Then there’s the gift to the 
Judge himself. All in all, this will be a very expensive 
route to take, and Indros will refuse to pay for it 
because his wife’s kidnapping would have to be offi- 
cially revealed. 

The PCs may want to check in with their contacts 
in Coranan for more information. Not all of the infor- 
mation below is relevant to the adventure, but there's 
no reason for the PCs to know that. 

— Anna's contact is an longbowman who recently 
retired from adventuring to become an acolyte at the 
Temple of Peoni in Coranan. He knows from personal 
experience that the guards on the Rafters’ Wharf are 
extremely amenable to looking the other way when 
bribed to do so. 

— Belena’s contact is a mage who lives in 
Coranan. He is a Savoryan, a mage who specializes in 
divination and psionics. If he’s asked to, he'll try to use 
magical divination to locate Solene, but he will be 
unable to succeed because his spells are being blocked 
by a force of psionic, magical, or divine origin (he 
doesn’t know which). 

— Marwyn’s contact is a low-ranking member of 
the Red Guard. He says the mercenaries guarding the 
Rafters’ Wharf are widely know for their complacency 
and laziness. This is mostly due to their large numbers. 

— Nelit’s contact is the second-in-command of the 
guards at the Pamesani Gladiatorial Arena. Since the 
gladiatorial games are being held tomorrow, Nelit’s 
contact is very busy making arrangements for the secu- 
rity of the arena during the game, and will not be 
available for consultation. 

— Runis’ contact is a member of Coranan’s Lia- 
Kavair (thieves’ guild) who knows a great deal about 
the Lia-Kavair’s organization: 

— The Guildmaster and his lieutenants have 
divided Coranan into four parts, each of which is con- 
trolled by one of them. 

— The lieutenant in charge of northwestern 
Coranan has only been in control of his quarter of the 
city for a month. He was made a lieutenant shortly 

after the unfortunate death by drowning of the previ- 
ous lieutenant. 

— Kuseme has its own Lia-Kavair. It is trying very 
hard to maintain its independence from the Coranan 
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- Coranan is looked upon with favor by the deity. 


CAST OF CHARACTERS 


Player Characters 


Anna 
A hunter whose father was a royal forester in Kanday (a country near the 
Thardic Republic). After her father was killed, she joined Tobris’ adven- 
turing band. I 
Belena 

A promising, but relatively inexperienced, wizard. Belena is a Fyvrian, a 
mage who specializes in the magic of organic lifeforms and objects (e.g., 
plants, animals, living wood, petrified wood, corpses, etc.). 
Marwyn 

A legionnaire who mustered out so he could join Tobris’ adventuring 
band. He has a short temper, and it has gotten him into trouble more than 
once. 
Nelit 
A cleric of Ilvir. He believes the PCs’ quest to found a Temple of Ilvir in 















































Runis 
A smuggler who left eastern Harn after the price on his head became high 
enough to attract competent bounty hunters. He’s feeling right at home 
in Coranan. 
Tobris 

A landless knight who leads the PCs’ band of adventurers. He recently 
had a vision in which Coranan had a newly-built Temple to Ilvir, and 
decided to try to make the vision a reality. 


NPCs 
Calus 


A cleric of Agrik. He commands the guards at the Pamesani Arena, and 
answers only to the High Priest of the Octagonal Pit. 
The Emissary 

A senior acolyte who assists the Khala-Shadryn-Vars (see below). He 
informs Indros his wife had been kidnapped, and obtains the ransom pay- 
ment from him. 
Gerin 

A trusted servant of Indros. He can accompany the PCs as a guide if your 
players haven't tried Harn before. Gerin is knowledgeable about the 
underbelly of Coranan as well as its more gentile aspects, and is highly 
skilled at Awareness and Stealth (he is an ex-Lia-Kavair). 
Indros 

A moneylender whose wife has been kidnapped. Indros is also the | 
Guildmaster of the Coranan Lia-Kavair. 
Khala-Shadryn-Vars D.B.A. The Fishmonger 
The Morgathian cleric who has the most contact with lay worshippers. 
He carried out the kidnapping of Solene at the fish market, and is super- 
vising the final stages of Tanar’s plan. 
The Maid 

Solene’s chief servant. The maid is another nameless, faceless person the 
Villain ordered to be killed to demonstrate how evil the Villain is. 
Raney 
One of the senior guards at the Pamesani Arena. He commands a group 
of four fellow guards. He is helping Khala-Shadryn-Vars only because the 
Kuseme Lia-Kavair has ordered him to do so. 
Solene 

Indros’ wife. She was abducted by Khala-Shadryn-Vars, and has been a 
prisoner at the Pamesani Arena since that time. 
Tanar 

The Villain. A lay worshipper of Morgath and the Guildmaster of the 
Kuseme Lia-Kavair. He designed a plan to remove Indros from power, but 
is leaving the implementation of his plan to Khala-Shadryn- Vars. 

























































TODAY'S EVENTS AT 


THE PAMESANI 
Event One: Torch Race 
Eight runners, each with a lit torch, run 
four laps around the interior of the arena. 
The runner who comes in last is chained 
to a funeral pyre which the winner sets 
alight with his torch. 
Event Two: Orcs and Barbarians 
Twin barbarians face six Gargu-hyeka 
(the most common variety of ore on 
Harn). The barbarians and the ores are 
armed with weapons and armor appropri- 
ate to their culture. The twins have 
fought in the arena before and are quite 
popular with the audience. 
Event Three: Paired Gladiators 


2 ; : i F | 
Eight groups of gladiators fight in pairs. 


One of the gladiators is armed with a tri- 
dent and net. The other is armed with a 
shortsword and buckler shield. 

Event Four: The Ivashu 

An Aklash (a creature created by Ilvir) 
faces two gladiators. The Aklash’s body is 
covered with rolls of fat which heal 
rapidly when damaged. Since its brain is 
in the midst of its body, the creature is 
rather difficult to kill. 

Event Five: Quartering Contest 

Teams of four knights from two different 
fighting orders settle a doctrinal dispute 
by seeing which horse-team can pull 


apart a condemned criminal into the 


most equal of parts. 

Event Six: A Spectacle 

Twenty unarmed criminals face a pair of 
mountain lions who have not eaten for 
several days. Half of the criminals have 
been armed with daggers; the other half 
are unarmed. 

Event Seven: The Four Horsemen 
Four mounted Agrikan knights face a 


erizzly bear. The general public is | 


unaware the bear has been drugged to 
insure the knights’ victory. 

Event Eight: A Suicide 

This event has been paid for by a person 
who desires an audience for his suicide. 
Since he will undoubtedly have some- 
thing to say about the reason for his sui- 


cide, the event has been scheduled last in 


case the audience wishes to take up the 
matter at greater length, perhaps with a 
riot or lynching. 









Lia-Kavair. 

— Tobris’ contact is a cleric at the 
Temple of Larani. She knows Indros is a 
devout worshipper of Halea with money 
to burn. He makes regular donations to 
the Temples of Halea, Naveh, Peoni, and 
Save-K’nor. As far as she knows, Indros 
hasn't asked any of these temples for 
help, so it looks like he’s relying on the 
PCs to bail him out of his current situa- 
tion. 


The Truth 

Indros is the Guildmaster of the 
Coranan Lia-Kavair. While he can be 
very cruel and haughty when doing busi- 
ness, he is devoted to the safety and hap- 
piness of his wife and children. Even if he 
did not care about his wife, Indros would 
want to ransom or rescue her since a 
Guildmaster who cannot keep his own 
family safe hardly inspires confidence in 
his fellow thieves. 

Indros reveals his identity as 
Guildmaster only to his lieutenants, and 
therefore has concluded that one of them 
is behind the kidnapping. He has no idea 
why any of his lieutenants would do such 
a thing, so he can’t rely on any of them 
to help him. He is hiring the PCs instead 
of using the thieves who report directly 
to him because he doesn’t want to risk 
his own people until he knows who is 
behind the kidnapping. 

Indros will insist the PCs show up for 
the meeting with the Emissary at dusk 
near the edge of the woods near the vil- 
lage of Eldin. He will offer additional sil- 
ver, future favor(s), introductions to var- 
ious important people, etc. to convince 
them to go. If the PCs refuse all of these 
offers, he'll fire them and hire another 
group of adventurers to go instead. Indros 
will refuse to accompany the PCs to the 
meeting, claiming he is afraid of doing 
so. He will suggest that Runis disguise 
himself to look like Indros and show up 
in his place (Runis’ Acting skill would be 
used to determine if his disguise is suc- 
cessful). In actual fact, Indros believes 
the meeting with the Emissary is a trap, 
and he wants the PCs to attend it so 
Gerin can see who turns the PCs into 
sword fodder. lf the PCs survive, so much 
the better. 

Unfortunately for the PCs, Indros’ 
misgivings are right on the money. When 
the PCs show up for the meeting at the 
edge of the woods, a gang of six thugs 





from Kuseme will be waiting for them just inside the 
woods. They have been hired to kill anyone who 
shows up for the meeting; but, they don’t intend to 
take much of a risk in doing so. If three or less people 
show up, they will charge out of the woods and 
attempt to beat the attendees to death with their 
clubs. If four or more people show up for the meeting, 
or a PC attempting to hide fails a Stealth roll, the 
thugs will try to leave without being detected. The 
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Emissary is watching the meeting from inside the mill 
to the west of the forest, and will observe what tech- 
niques the PCs use to attack/disable the thugs. 

Any thugs who are captured will refuse to talk 
except under a believable threat of torture. Belena’s 
contact knows a spell called Spirit Block which can be 
used to force the thugs to talk, but he'll cast it only if 
Belena agrees to owe him a future favor. Any thugs 
who are killed can be questioned by Belena personally 
by using a necromancy spell she knows called Animus 
of Nithri (the drawback to the spell is that corpses are 
not noted for their intellect). In any event, all the 
thugs know is that they were paid five silver pennies to 
ambush and kill anyone who showed up for the meet- 
ing. Their description of the person who hired them 
matches the description of the Emissary... 


After the Meeting 


Between midnight and dawn of the next day, an 
unguilded thief hired by the Emissary will attempt to 
covertly deliver a small sack to Indros’ shop. 
Regardless of whether the thief is caught or not, the 
important thing is what’s in the sack: two severed fin- 
gers, a ticket to the Pamesani Gladiatorial Games 
being held later today, and a piece of parchment with 
the words “4,800 silver pennies” written upon it. It 
would appear the kidnappers want a very large ransom 
to be delivered to them during the gladiatorial 
games... 


THE PAMESANI GAMES 

The games are run by clerics and warriors associat- 
ed with the church of Agrik. The church holds the 
games to honor Agrik and his chief underling, 
Pameshlu the drinker of blood. Followers of Agrik 
believe their god is appeased by a death sanctified by 
the frenzy of battle or the fear, pain, and degradation 
of torture. 

The clerics who run the game are organized into a 
eroup called the clerical order of the Octagonal Pit. 
The warriors are organized into the fighting order of 
Demon Pameshlu the Insatiable. The clerics of the 
Octagonal Pit handle the administrative details and 
liaison with secular authorities, while members of the 
fighting order act as guards. Both orders are based at 
the Pamesani Arena, which has holding cells and a 
temple consecrated to Agrik beneath its seats. Interior 
plans for a typical arena complex are on pages 67-68. 

Participants for the games come from several 
sources. Many are criminals condemned to the arena 
by secular or canonical authorities. Others are cap- 
tured barbarians. Some are professional gladiators who 
make their living from the games; gladiators are usual- 
ly sponsored or owned by a wealthy patron and serve 
as the patron's champion. 

The games are also important to the administration 
of discipline in the Agrikan church. Agrikan doctrinal 
disputes are almost invariably settled by duels per- 
formed at the games. The theory is that Agrik will 
grant victory to the righteous, but as a famous witti- 
cism goes, the god changes his mind as often as his 
clerics change their champions. 

What’s Really Going On 

The person behind the kidnappings is Tanar, the 
Guildmaster of the Kuseme Lia-Kavair (thieves’ 
guild). The Lia-Kavair in Kuseme is independent from 
the Lia-Kavair in Coranan, and Tanar has to work very 
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hard to maintain this independence. 

An ally of Tanar is Khala-Shadryn-Vars, a cleric of 
the church of Morgath. Approximately one month 
ago, one of the lieutenants of the Guildmaster of the 
Coranan Lia-Kavair drowned in an “accident” 
arranged by Tanar. After the lieutenant’s body was 
procured, the Khala used his necromantic powers to 
“interrogate” the corpse. He discovered the Coranan 
Guildmaster is Indros the Moneylender. 

Tanar’s plan is to remove Indros from power by 
demonstrating his incompetence and then killing him. 
This will cause a civil war between Indros’ lieutenants, 
during which the power of the Kuseme Lia-Kavair will 
increase. The Khala is helping with the plan because 
the Morgathian Church “owns” one of Indros’ lieu- 
tenants, and hopes he will become the next Coranan 
Guildmaster. A third person involved in the plan is 
Raney, a member of Demon Pameshlu the Insatiable. 
He is helping implement the plan because his gam- 
bling addiction has resulted in a massive debt to the 
Kuseme Lia-Kavair. 

The Khala kidnapped Solene at the Coranan fish 
market and then sent one of his senior acolytes as an 
emissary to tell Indros what had happened. When the 
Emissary returned, the Khala delivered Solene to 
Raney, who placed her in one of the numerous cells 
underneath the seats of the Pamesani Arena. To pre- 
vent Solene from telling others who she is, Raney 
removed her tongue before imprisoning her. 

Today, if all goes according to Tanar’s plan, Indros'’ 
inability to protect his wife will be public knowledge, 
and Indros and his wife will be dead to boot. 


BEFORE THE PAMESANI 


Indros will meet with the PCs just after dawn. The 
Pamesani ticket is for a reserved seat; Indros believes 
the kidnappers will contact whoever is sitting in the 
seat for the ransom payment. Unlike last night, he will 
be willing to go to today’s meeting in person because it 
is being held at a very public location. Indros thinks 
the PCs should arrive at the arena the same time he 
does, covertly witness the ransom payment, and follow 
the person receiving the money back to his 
superior(s); but, he will consider any other plan the 
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PCs wish to try. 

One way or another, Indros will be leaving for the 
games at noon, so the PCs will have between dawn 
and noon to pursue any leads and make any prepara- 
tions. Besides the options presented in Part I, some of 
the following events might occur: 

Belena may wish to use her Psychometry psionic 
talent on the sack or the items within it. Test each 
item separately. A Marginal Success will verify the 
person who has been in the most contact with the 
item is in Coranan. A Critical Success will reveal the 
fingers came from Solene’s maid (see Part [) and the 
other items came from the shop of a scribe. After a 
proper “gift” is given, the scribe will remember who 
bought the items, and give a description which match- 
es that of the Emissary. 

Belena may wish instead to visit her contact, a 
mage who lives in Coranan. He is a Savoryan, a mage 
who specializes in divination and psionics. Upon hear- 
ing that today’s ransom payment is at the Pamesani, he 
will inform Belena his magical divination spells are 
unable to bypass the Arena’s esoteric defenses. 

All our playtesters tried to arrange a meeting with 
Nelit’s contact at the Pamesani Arena. The contact is 
Calus, a cleric of the Octagonal Pit. Calus is in direct 
command of the fighting order and answers only to the 
High Priest. Since Calus is so high in the church's 
hierarchy, there are several intermediaries between 
him and the general public. The PCs will need to gift 
all these intermediaries to see Calus; this will cost at 
least 100 silver pennies. Unlike yesterday, however, 
Indros will be willing to pay this much to arrange the 
meeting. 

Seeing Calus will be a bit of a disappointment, 
however. He is interested only in hearing about mat- 
ters which will interfere with the smooth running of 
the games today. He doesn’t care that a ransom is 
being paid unless someone in the Octagonal Pit or 
Demon Pameshlu is involved. Calus will tell the PCs 
to contact him immediately if they have evidence this 
is the case, and will present Nelit with a token which 
erants its bearer an immediate audience with him. 
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AT THE PAMESANI ARENA 


The arena guards require weapons to be checked in 
upon entering the stadium, but the PCs may try to 
conceal their weapons. If the guards notice this, they 
will attempt to apprehend the PC in question. If a gift 
of three silver pennies is paid, the guards will let the 
PC off with just a warning. If a gift of 30 silver pennies 
is paid, the guards will look the other way as the PC 
enters the arena with the weapon concealed. 

Indros will go to the reserved seat and pay whatev- 
er gifts are necessary to place the PCs wherever they 
want to be in the stadium. He won’t pay for a private 
box because he will no longer be in a public location. 
While Indros is getting seated, Khala-Shadryn-Vars, 
the Emissary, and other Morgathians arrive at the 
arena and enter a private box the Church of Morgath 
reserves for each Pamesani. Raney is there to greet 
them. 

The games begin with a short religious ceremony 
dedicating the blood about to be spilled to Agrik and 
Pameshlu. The ceremony is then followed by eight 
grisly events (see sidebar). 

During the third event, the Emissary and Raney 
will go to the exit closest to Indros’ seat. The Emissary 
will walk up to Indros while Raney remains at the exit. 
Indros and the Emissary will exchange no words; the 
moneylender will simply hand him a sack with 4,800 
silver pennies (all counterfeit) inside. The Emissary 
will leave without even looking inside the sack. He 
might notice some of the PCs since he witnessed their 
fight with the thugs yesterday evening; he’ll point 
those he recognizes to Raney. 


Civilized Games 


After this, Raney and the Emissary will split up and 
take different paths to the Morgathian’s private box. 
The Khala will be waiting for them just outside the 
box (he’s a bit paranoid about his fellow clerics). After 
the Emissary verifies Indros is present, the Khala will 
tell Raney to continue with the plan. The Khala and 
the Emissary will retire to the box. Raney will go 
downstairs and place Solene in the cell with the crim- 
inals who will be participating in event six. Just before 
event six begins, Raney and four guards under his com- 
mand will arrive at the exit closest to Indros. 

When event six begins, Indros will notice one of 
the unarmed people on the arena floor is Solene. He 
will frantically point this out to the PCs and demand 
they rescue her. If he has to, he’ll agree to double or 
even triple the PCs’ fee. It is likely one or more PCs 
will jump into the ring at this point. The crowd will 
greatly enjoy this. After the mountain lions or the PCs 
are downed, ten arena guards will emerge to appre- 
hend the PCs. 

While some of the PCs are providing entertain- 
ment for the crowd, Raney and his guards walk up to 
Indros and ask him to come with them. Raney will say 
whatever lies he can think of to convince Indros to 
come along, but Indros won’t leave unless two or more 
PCs accompany him. While moving under the seats, 
Raney and his guards will turn on Indros and the PCs 
accompanying him. He will try to down mages and 
clerics before killing Indros. 


AFTERMATH 


The PCs who jumped into the ring will be escorted 
to Calus, who is less than happy about what happened. 
After he hears the PCs’ story, he will realize someone 
in the Octagonal Pit or Demon Pameshlu is involved 
in the kidnapping, and will try to discover who the 
miscreant is. If Solene is still alive, this will be a 
straightforward process. If Solene is dead, it is unlikely 
Calus will be successful. 

If Raney is identified by Solene or defeated by the 
PCs escorting Indros, he will blame the Morgathians. 
They will, of course, deny any culpability in the mat- 
ter. The Morgathians wear masks and long robes when 
leaving the arena, so Raney and/or the PCs won’t be 
able to determine which Morgathians are involved. 
Regardless of what happens, Raney will be one of the 
participants in the next Pamesani Games. 

Sooner or later, Calus will release the PCs, who 
will be greeted by many newly-acquired fans who have 
dubbed them the Adventuring Band of the Two Lions. 
If Solene survives, the PCs will be able to return her 
alive and well to Indros (Nelit can use a holy ritual 
invocation to regenerate her tongue and Belena can 
use her spells to restore her to heath). Indros will be 
good to his word and publicly pay the PCs for their 
efforts. 

The closer the PCs come to the truth about what 
happened, the more they will impress Khala-Shadryn- 
Vars, who will keep the Band of the Two Lions in mind 
for future assignments. He will forbid the Emissary and 
his other assistants from avenging themselves against 
the PCs because of their new-found fame. 

Tanar, who didn’t even attend the games today so 
he would have an iron-clad alibi, will be furious that 
the PCs frustrated his “brilliant” plan. The Band of the 
Two Lions has a new enemy who will try to destroy 
them at a later time. But that is another story... 
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Bloodsports and Intrigue 


APPENDIX 1 


PC CHARACTER STATISTICS 
Anna, Ex-Royal Forester (Age 26) 


STR 15 EYE 08 
INT 16 Initiative 65 
STA 10 HRG 14 
AUR 11 END 12 
DEX 11 SML 05 
WIL 12 MOV 12 
AGL 12 VOI 11 
MOR 13 Dodge 60 


Combat Skills: Shortbow/60, Spear/75, Dagger/60 
Other Skills: Awareness/70, Stealth/85, Survival/70, 
Tracking/65 

Armour: Cloth Tunic, Hide Shirt and Leggings 


Belena, Fyvrian Mage (Age 25) 


STR 16 EYE 15 

INT 14 Initiative 70 

STA 12 HRG 06 

AUR 18 END 14 

DEX 16 SML 11 

WIL 13 MOV 13 

AGL 13 VOI 08 

MOR 17 Dodge 65 

Combat Skills: Staff/70 

Mundane Skills: Alchemy/45, Astrology/60, 


Folklore/65, Herblore/55, Physician/60 
Psionic Skills: Psychometry/55, Telepathy/55 
Magic Skills: Fyvria/80, Neutral/55 

Armour: Hide Tunic and Leggings 


Marwyn, Ex-Legionnaire (Age 24) 


STR 18 EYE 11 

INT 07 Initiative 80 

STA 14 HRG 12 

AUR 10 END 14 

DEX 11 SML 15 

WIL 09 MOV 12 

AGL 12 VOI 14 

MOR 12 Dodge 60 

Combat Skills: Spear/70, Tower Shield/65, 


Shortsword/65, Dagger/55 

Other Skills: Foraging/50, Heraldry/20, Physician/30, 
Survival/50 

Armour: Ring Byrnie, Leather Leggings 


Nelit, Cleric of Ilvir (Age 29) 


STR 16 EYE 13 

INT 12 Initiative 75 

STA 17 HRG 10 

AUR 10 END 15 

DEX 10 SML 12 

WIL-13 MOV 12 

AGL 12 VOI 14 

MOR 16 Dodge 12 

Combat Skills: Staft/75 

Mundane. Skills: Animalcraft  (Ivashu)/55, 
Drawing/50, Embalming/40, Folklore/80, Intrigue/50, 
Mental Conflict/50, Oratory/65, Rhetoric/70, 
Tarotry/50 


Religious Data: Ritual (Ilvir)/80, Piety Points: 120 FP 
Armour: Hide Tunic, Leggings, and Hat 
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Runis, Former Smuggler (Age 28) 


STR 11 EYE 09 

INT 13 Initiative 90 
STA 15 HRG 15 
AUR 09 END 12 
DEX 16 SML 14 
WIL 10 MOV 19 
AGL 19 VO! 14 
MOR 12 Dodge 95 


Combat Skills: Club/65, Dagger/85 

Other Skills: Acrobatic/75, Acting/75, Awareness/80, 
Climbing/85, | Legerdemain/85, — Lockcraft/85, 
Seamanship/60, Stealth/60, Swimming/55 

Armour: Hide Tunic and Leggings, Fur Cloak 


Tobris, Landless Knight (Age 32) 


STR 17 EYE 13 

INT 13 Initiative 100 
STA 16 HRG 12 
AUR 11 END 16 
DEX 11 SML 13 
WIL 15 MOV 10 
AGL 10 VOI 16 
MOR 13 Dodge 50 


Combat Skills: Lance/75, Battlesword/90, Knight 
Shield/80, Mace/90, Dagger/70, Axes/70, Flails/35, 
Polearms/60, Horsemanship/85 

Other Skills: Animalcraft (Horse)/80, Heraldry/65, 
Intrigue/80 

Armour: Plate Halfhelm and Greaves, Quilt Cowl 
and Gambeson, Mail Byrnie, Leather Leggings and 
Gauntlets, Fur Cloak 




































APPENDIX 2: THE IMMAJOR 
CHURCHES OF HARN 





Agrik 

Agrik is the fiery, evil god of war, the breeder of 
violence for its own sake, a deity for those who enjoy 
cruelty and destruction. He is worshipped by dozens of 
different, squabbling clerical sects, each of whom 
sponsors its own fighting order. 





Halea is the devious, flattery-loving, amoral god- 
dess of wealth, pleasure, and hedonistic joy. She 
demands unswerving devotion of her adherents. Only 
women can enter her clergy. 





Ilvir 

Ilvir is the creator of the Ivashu, a variety of odd, 
mutated beasts with strange powers. Ilvir is symbolized 
by a sundered claw, supposedly one of Agrik’s severed 
claws, which Ilvir picked up to make his creatures. His 
adherents are individualistic, creative, and mystical. 
Dozens of sects worship I[Ivir, although his adherents 
are few. Ilvirans are known for their fractious, esoteric 
ritualism. 





Larani 
Larani is the goddess of chivalry and battle, the 
reluctant warrior, the deity of those who make “just 
and honorable war.” Those who follow the Lady of 
Paladins are expected to display courage, compassion, 
and honor. Larani’s church contains several regional 
clerical sects, each with its own fighting order. 





Morgath 

Morgath is the master of chaos, evil, and the 
undead. He is a god of retribution, caring nothing for 
justice, and despises all things fair and noble. His 
church is dour and ruthless, infamous for its practice of 
human sacrifice and necromancy. 


Civilized Games 





Naveh 


Naveh is the most merciless of the deities, moti- 
vated by cold, implacable intelligence. A god of dark- 
ness, he is often worshipped by thieves and assassins. 
He is considered a doer of the impossible and a master 
of lies and deception. Best known as the bringer of 
nightmares, Naveh is associated with inexplicable and 
untimely death. His monkish clerics are amazingly 
well-disciplined, and have been known to commit sui- 
cide to prove a point. 





Peoni 
Gentle Peoni is the goddess of agriculture and heal- 
ing, worshipped by most rural folk and by those who 
aid the meek and comfort the sick. Peoni’s celibate 
clergy are divided into male and female orders; both 
orders maintain infirmaries. Temples provide suste- 
nance to the poor and are always near poverty. 





Sarajin 

Sarajin, the amoral god of battlelust, demands 
honor and bravery from his adherents. His sport is war, 
and he sometimes joins human battles. He is the prin- 
cipal god of the Vikings. Sarajin’s followers tend to be 
informal in their religious organization. Clerical duties 
are performed by traditional “priestly” clans who rec- 
ognize no central authority. 





Save-K’nor 
Save-K’nor is the god of knowledge, the seeker of 
enlightenment. His adherents have no _ particular 
morality, although their belief in a stable, ordered 
society generally precludes evil behavior. Three sects, 
each stressing a different aspect, worship Save-K’nor. 





Siem 
Siem is the benign god of mystery, magic, and 
dreams. He is the special deity of elves and dwarves, 
and is the eldest of the gods. Siem’s followers are not 
organized into what can properly be termed a church. 
While communal worship does occur, usually each 
individual makes their own approach to the deity. @& 
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[Every role itt deserves 
HarnWorl ow get it 


FRE pa $29.00 Value! 


pa only $4.95 for shipping and handling. 
. Free! What's the catch? 


. None. We're sure you'll find Harn World such 
a great place to campaign that you'll want to 
buy more of our great, medieval fantasy 
role-playing modules. 


. What’s so useful about Harn World? 

. Harn is an island designed specifically for role- 
playing. It’s a believable, stable, rational 
environment that lives on its own. 


. What do I get when I order Harn World? 

. Everything you need to run an entertaining 
campaign on the mist-shrouded isle of Harn: 
¢ Haérndex: an A-Z reference with religious, 
geographic, political, and economic entries; 
« Harnview: informative articles about 
governments, guilds, lifestyles, weather, 
languages, history, and more; and 
¢ Harnmap: A gorgeous color map of Harn. 





@ Valid only for new customers in the USA. 
For Canada $6.95 US, Foreign $9.95 US 
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HarnWorld: Deluxe folio contains, 
80 page Harndex, 72 page Harnview, 
and a 34” x 22” color map of Harn. 


/Q. Can I use HarnWorld if I already have a 
campaign underway? 

| A. Yes, that’s easy. Here are two suggestions: 
¢ Place the island of Harn near one of the coasts ‘HarnWorld... 
of your current gaming world; or | Please send me HarnWorld. 
+ Use Harn’s mysterious godstones to arrive from | enclose a check or money order: 


Barth, Middle Earth, or any other world peta haan ok as eee 


| Q. Do you have any other modules? Offer expires 12/31/97. 
A. Sure do. More than 20 modules supplement I NAME 
HarnWorld, and more are on the way. Our | ISTREET 
castle and city maps are second to none. | CITY 
You'll get a complete list of available 
ISTATE__—s ZIP 


products with your order, and a special offer —— 
I We also ac cept Visa, Mastercard, 


for our Castles of Harn module. 
Amex, and Discover. Please enclose 
card number and expiration date. 


Call 800/636- 3631 


For credit card orders 


COLUMBIA GAMES INC. 
POB 3457 
Blaine, WA 98231 





. What's in it for me? 

. More time to do what you want: role-playing. 
It'd take thousands of hours to duplicate the 
work we've put into Harn World. Why bother? 
Together we're a great team, but you'll still get 
all the credit for running a great campaign! 


gx 


Browse our website: http: liwww. columbiagames. com 
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it’s Here! 


The only Role-Playing System you'll 
ever need. 


Webs Basic Gaming System™ (ISBN) 


1 1-57872-001-X) is proving time and 
lagain to have the most flexible RPG 


system on the market. 

Web of Stars™ (ISBN 1-57872-002- 
8) gives you a unique sci-fi setting | 
with more races and worlds than 

any other game of its kind. 

Web of Horrors™ (ISBN 1-57872- 
004-4) delves into the dark and 
mysterious relm of the supernatural} 
1997 will see the Webs Universe 
expand with: Web of Heroes™ 


(ISBN 1-57872-005-2) for superhero 


fans, Webs of Wizardry™ (ISBN 
1-57872-006-0) a one of a kind 
fantasy setting, and Web of 
Shadows™ (ISBN 1-57872-003-6) 
that explores espionage from 
Ancient Egypt to modern day. 
All this with only ONE character 
generation system, ONE magic 
system, and ONE combat system. 
No rule changes or amendments 
from one genre to the next! 


Don't you owe it to yourself to buy 
the best system for your games? 


Web Games 
240 Spicewood Lane 
Hendersonville, NC 28791 
Gameweb@aol.com 
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The soft cover rules for Traveller, Dozens of starship deck plans: scout, 
science-fiction adventure in the far free trader, liner, corsair, merchants, adventurers. Equip | your characters 
future! All the rules for characters, and other vessels. Complete rules to with rs ole jeep space and other 
worlds, star travel, psionics, and more! build ships for your campaign. xotic environments. 
IGI-1100 $20.00 IGI-1200 $22.95 


IGI-1000 $25.00 
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lraveller campaign setting, Maps and data for the sectors of the new 
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Ten new minor alien races for the The first 1 
Traveller campaign. Cultural and biolog right at the end of the Lang Night and p 
fer: | mer-[el fe) gelelplel-pm erie are) (elel(er-| melgelil(-1-e the dawn of the new Imperium. complete for the referee and incomplete 
and rules for use as characters. Background and options for play. for would-be Traveller explorers! 
IGI-1300 $22.95 iGI-1400 $22.95 IGI-1410 $22.95 
EFEREE’S SCREEN 





As the new Imperium grows, Pocke 
Empires emerge around it. Complete 





Charts and diagrams for Traveller play, 
side, players’ on the 
Suilet-mcelmen i uatiale @- [ale maat-larcelieemnielater- 











IBatcmerelanye)(-1i-melelie(-miem | u-1-)ele]al-m ie] maar 
Traveller universe. Weapons are pre- referee's on ones 
sented by tech level, from spear to other. Includes the Memory Alpha 
fusion gun, with terrific illustrations! adventure written by Marc Miller. and groups of worlds. 
322.9! IGI-1510 $12.95 IGI-1600 : 


Msl-1500 $22.95 
TRAVELLER products are available at fine game stores everywhere, or visit us on the web at www.imperiumgames.com. Find 
out about special deals, Journal of the Travellers’ Aid Society, new game information, Citizens of the Imperium, and more! 


Imperium Games, Inc., 9461 Charleville Blvd., #307, Beverly Hills, CA 90212 


Traveller is a registered trademark of FarFuture Enterprises. ©1997 by Imperium Games, Inc. All rights reserved 








hehehehe 


r a en en le NEWS, REVIEWS. AND MORE. . 


CONTENTS: 


THE USUAL SUSPECTS 


News®pg 74 
Casting Call*pg 89-90 









et 


~ZABRBRARARARARAAA A RA VU 





FEATURES 
Indie Beat®pg 76-77 


REVIEWS 


Indiana Jones Adventures ® pg 81 
The Quick and the Dead® pg 82 
Great Old Ones® pg 83 

Indiana Jones Artifacts*pg 84 


COMICS 


Dork Tower®pg 79 
The Stew® pg 85-88 
Warchief: the Alumnus ® pg 92 


THE EDGE IS MADE FRESH DAILY BY THE WORLD- 
RENOWNED CHEFS OF SHADIS MAGAZINE 


Sg Rac nerd ARE rs TEE: 2c OO cc 





WIZARDS WITH THE MOST 


by Earl P. Thatony 
Even those unfortunate enough to live under 
rocks have probably heard The Big News by now — 
the once-mighty TSR, Inc. has been acquired by 
Renton’s own Wizards of the Coast. Fire in the hole! 
Friends, take a moment and ponder this enormous 
event with me. TSR — whose fine games started 
many of us down the road to 
“e. sleepless nights and poor 
erades — has been con- 
sumed. Swallowed up. 
\ anes wii 1 Bought. Some might even 


THE EQ. say they sold out. 
= wore \ Now, lest anyone 
accuse your man in the 


field of being mean-spirit- 
and let me jump smartly to the 
defense of this most unusual union. Far from 
being the juggernaut it was in its youth, the TSR of 
today is akin to a wounded mammoth, staggering 
across the countryside, hemorrhaging cash on the sce- 
nary. Gods willing, the healing elixir of WorC money 
should provide TSR with the financial 
muscle and marketing moxie 
it needs to claw its way back 
to profitability. 

Word on the street is that 
about 60 lucky TSR employees 
will be placed into 10’ x 10’ x 
10’ rooms in the spacious WotC 
building, where they will engi- 
neer the Resurrection. That is, of 
course, if the TSR denizens who 
relocate to Washington are able 
to get any work done with all of 
the heady pleasures of the WotC 
Tournament Center so close at 
hand. Eight-player San Francisco 
Rush, anyone? Or perhaps you'd care 
for Mountain Dew on tap? Near the 
Magic art department there’s even an 
evertul stocking of candy with sugary 
goodness free for the taking (provided 
you utter the eldritch incantation 
“every day is Christmas.”) Yes, WorC 
seems intent on keeping their employ- 
ees fat and happy. A moment of silence, 
please, for those TSR folks not fortunate 
enough to make the move to the Pacific Northwest. 
Presumably they will be looking for employment in 
the burgeoning Wisconsin cheese business. 

How The Great Buyout will shape the future of 
Dungeons & Dragons and other TSR products is as yet 
unknown. But have faith, dear reader. The Wizards 
will certainly be able to infuse life back into TSR. It 
just remains to be seen whether it will rise like a 
phoenix — or like a lich. 

Though this buyout seems on balance to be a fine 
thing, your roving reporter would be lying like a rug if 
he did not confess to a certain queasiness about the 
whole affair. It does seem a mite unsavory that the 
company that delivered the roleplaying industry its 
first real kick in the pants has been snapped up by 

























NEWS 


pushers of — of all things — upstart collectible card 
games. Yet it doesn’t take a rocket scientist to appre- 
ciate the calculus of this merger, and even the most 
grizzled gamer veteran will gladly embrace the WotC 
continuum upon hearing of the alternatives — that’s 
a list that starts with Hasbro, friends. Unholy as it 
might seem to some at first blush, WorC was indeed 
the best option. This reporter says we give them one 
of your Earth years to show us what they've got before 
we break out the pitchforks, torches, and rocket 
launchers. 

In other news, Avalon Hill has acquired all the 
rights to the venerable Rune(Quest RPG. They have 
not announced a release schedule, but promise oodles 
of new RQ materials real soon now. 

When will the madness end? Who's getting 
bought next? Your savant’s Fargo Snow-Globe of 
Divination is still cloudy, but it does indicate that we 
have not seen the end of merger madness. Look for 
more big fish chowing down on smaller, really con- 
fused fish in the coming months. (And incidentally, if 
you'd like your very own Fargo snow-globe, check 
with your local video tape pusher.) 

Steve Jackson Games has 
announced a 100-card non-col- 
lectible Church of the SubGenius 
INWO set. Praise “Bob!” The 

SubGenius INWO set will have 
the classic card backs, so it can 
be used with the original game. 
The Slack will be on shelves 
sometime this summer. 
West End Games has 
released the Mos Eisley 
Shootout mini-game. Akin to 
the tiny Heavy Gear intro- 
ductory game or the $1.00 
Car Wars set, MES is 
intended to hook new play- 
ers on the Star Wars RPG. 
Seek it out at your local 
game store, or sit tight and 
wait because SHADIS is 
bringing it to you in the 
near future. 

Fans of the Hercules 
and Xena TV shows 
will have a lot to be 

happy about soon — roleplaying 
games for these programs are forthcoming. Thank 
Zeus! At least two companies who must for now 
remain nameless are tussling over the license. As if 
that wasn’t enough, The X-Files RPG is also on the 
way. Your man in the field will be able to spill the 
beans on all these games soon, so stick around. 

Kenzer & Company is printing a monthly Knights 
of the Dinner Table comic book. Since Dragon hasn't 
run off an issue in months, this looks to be your only 
source for the comedy stylings of the KODT players. 

And, lastly, this months’s award for Gratuitous Use 
of a Welsh Word goes to the Committee for the 
Advancement of Role-Playing Games. The latest 
CAR-PGa newsletter actually managed to slip in the 
word “cyfarwydd” during a discussion of the history of 
storytelling. Say that three times fast. 
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HOW DO YOU RATE? 


In Lost Souls, you are 
reincarnated as another | 
4 creature after you die your 
Final Death. Unless you 
were a very good ghost, you 
will probably be 
reincarnated as something 
nasty — hope you had a 
high Karma score. 










Below, you can see the 
entire Lost Souls 
Reincarnation Table. The 
theological implications are 
staggering. 


We think that the writers 
of Lost Souls left some 
important creatures out of 
the Reincarnation Table, 
and so we suggest players of 
this RPG add the following 
entries: 


E 4 Cheeto 

35 Aardvark 

40 CCG Gamer 
44 RPG Gamer 
mw 61 Sean Connery 
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SMALL GAMES YOU MAY HAVE MISSED 
by Earl P. Thatony 


The Second American Revolution: Restoring the 
Constitution of the United States of America 

by Gregory L. Bahl & Thomas E. Mulkey 

Published by MAC-CONUS, PO Box 60546, 
St. Petersburg FL 33784-0546 

Take some draconian gun control, add a national 
police force and a corrupt President, agitate under 
pressure with civil unrest and what you get will be 
something like the dismal America of 2010 presented 
in this game. Players presumably will want to choose 
to side with the breakaway Constitutional 
Government, but should they wish to play jack-boot- 
ed thugs, the Federal Government is, of course, still 
open for business. 

The designers’ military background is evident 
from the detailed combat and character creation sys- 
tems. Also, this is the first RPG ever to come into 
SHADIS HO that mentions the modified Weaver 
stance in a combat example — that’s good for serious 
bonus points. Unfortunately, the UN is nowhere to 
be seen in America of 2010... too bad, because their 
blue helmets would probably give at least a +10% to- 
hit modifier under normal lighting. 


‘ 

Lost Souls 

by Joe & Kathleen Williams 

Published by Marquee Press 

In Lost Souls, players are spirits trying to up their 
Karma scores by doing good deeds, hoping to be rein- 
carnated. PCs who banish enough evil spirits or who 
complete enough of their ghostly vows may be fortu- 
nate enough to be reincarnated as something cool, 
like a human. PCs with low Karma can end up as 
pond scum, newts, or politicians. 

The Reincarnation Table on page 40 could make 
for some fascinating Seinfeld-esque theological dis- 
cussions in your gaming group. A crab is given a 
Karma score of 14, while a centipede has a 17. A cen- 
tipede outranks a crab? How's that? I mean, at least 
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the crab has claws, you know what I’m saying? Even 
worse, cats outrank dogs! Intolerable. Perhaps most 
interesting is the human Karma range of 50-60, 
wherein rich humans outrank poor humans. What are 
the authors saying about the true value of a person? 
Discuss amongst yourselves. 


Waste World 

by Bill King 

Published by Manticore Productions Limited, 
PO Box 38, Posta Praha 416, Praha, Czech 
Republic 

Blood Dawn not grim enough for you? Grab a copy 
of Waste World. Here’s the scene: a few thousand years 
ago, some newfangled genetically enhanced humans 
had themselves a little dispute with the old-fashioned 
types like you and me. When it was over, as you might 
guess, there was almost nothing left but radioactive 
deserts and seas of glass. Oh, and leftover homicidal 
cybernetic war machines — can’t forget those. 

Five huge city-states are all that remain of once- 
great Earth society. Apparently they didn’t learn any- 
thing from the Armageddon War, because they are 
still fighting over control of the shattered world. Why 
can’t all beings stop fighting and just be brothers? Oh, 
heck, that wouldn’t be any fun. 

As if the spreading wastelands and carnivorous 
mutants aren’t bad enough, Galactic society has put 
what was left of Earth under quarantine. They didn’t 
want any contamination (or riff-raff) making its way 
into polite society. Of course, the PCs are the riff-raff, 
but at least they have a wide variety of races to choose 
from — and there's plenty of radioactive desert for 
everyone. 

Waste World has a bit of a Warhammer 40,000 feel 
to it, because there are plenty of guys in bulky armor 
with big guns running around. There are also scores of 
aliens, mutants, and psychics, in case you had any 
doubts where this was all headed. While it’s a formu- 
la that’s been around for quite a while, Waste World 
does a credible job of serving it up. Recommended for 
the hard-core holocaust hound (even though there is 
a weapon called the “Megablaster”). 


Lost Souls 10 Flea 24 Chicken 
Reincarnation 11 Clam 25 Shark 
Table 12 Spider 26 Hamster 
13° Snail 27 Rat 
Pond Scum 14 Crab 28 Ferret 
Intestinal 15 Cockroach 29 Hedgehog 
Parasite 16 Grasshopper 30 Pig 
Bread Mold 17 Centipede 31 Dog 
Amoeba 18 Fish 32. Cat 
Worm 19 Newt 33 Sheep 
Jellyfish 20 Toad 34 Goat 
Slug 21 Turtle 35 Deer 
Maggot 22 Snake 36 Cow 
Louse 23 Lizard 37 Camel 


38 Horse 51 Politician 

39 Kangaroo 52 Born in Abject i 

40 Walrus Poverty 

41 Lion 53 Poor 4 

42 Bear 54 Middle Class, 

43 Lemur 55 Upper Class ql 

44 Mandrill 56 Wealthy, but 

45 Porpoise unloved 

46 Baboon 57 Wealthy i 

47 Gorilla 58 Destined for 

48 Orangutan Greatness i 

49 Chimpanzee 59 Saintly 

50 Human — 60 Higher Being i 
Lawyer 
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REVIEWS 


INDIANA JONES: 
ADVENTURES 


e BY JOHN ROBEY, PETER 
SCHWEIGHOFER, GEORGE STRAYTON, 
PAUL SUDLOW, AND ERIC S. 

TRAUT MANN 


e PUBLISHED BY WEST END GAMES 
° J PAGES 

e $15.00 

e REVIEWED BY LOREN B. DEAN 


Many moons ago, TSR produced an Indiana Jones 
RPG that stank like a bloated camel. | was in the 
throes of AD&D addiction (though I have since got- 
ten help), and didn’t notice it until ic had come and 
cone; but a buddy of mine was a huge fan of the films 
and bought everything TSR put out for it. In the TSR 
version, you got to play Indy himself, and | thought 
that was pretty cool, but it later occurred to me that 
this could pose a serious problem in group play. After 
all, there’s only one Indy, so everybody else would 
have to play a sidekick (Sallah, Short-Round, Marian 
Ravenwood, etc.) Which would give the majority of 
the group a serious inferiority complex. The game 
went unplayed, and eventually went the way of the 
Dodo, forgotten by all. 

West End revived Indiana Jones role-playing with- 
in the confines of their MasterBook system, though 
they have since produced conversions for [J products 
within the popular D6 system (the same system used 
by their Gber-hit Star Wars RPG). | am largely unta- 
miliar with MasterBook, but can vouch for the speed 
and playability of the D6 system. West End’s Indy 
game even contains rules for creating your own group 
of tomb robbers — er, archaeologists, eliminating the 
problems of playing in a group consisting of the good 
Dr. Jones and a bunch of second bananas. 

Indiana Jones Adventures contains the conversions 
from the MasterBook to the D6 system, three full 
adventures, and a solitaire scenario geared toward 
introducing new players to the game. The conver- 
sions are pretty self-explanatory, and the solo adven- 
ture, “The Carlisle Incident”, teaches them well 
enough. “The Carlisle Incident” provides the solo 
player with a ready character, Mack Stanton, and 
thrusts him into a dastardly plot involving the 
Japanese and their hidden Pacific oil. 

The first of the full adventures, “On Ice”, is set in 
Chicago and involves a string of jewelry heists the 
players are asked to solve. It runs in a pretty stock 
configuration (investigation-encounter-investiga- 
tion-chase-climax), but culminates in a radio station 
in full swing: providing some wonderful role-playing 
potential. The most potentially hilarious encounter 
has the characters mistaken for the actors in the 
evening's radio play and must improvise dialogue 
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until the writers finish the scene's script and hand it 
to them. 

The second adventure, “City of Dreams,” has the 
characters helping to lecate a researcher who has 
gone missing in the Australian Outback. Of course, 
there is a larger plot afoot, and the player will have to 
think fast if they want to avoid getting into hot water. 
Role-playing opportunities are not so abundant here 
since the adventure tends toward the action side. But 
several encounters have potential (including an 
opportunity for the classic “Fly, yes! Land, no!” line), 
and the storyline is very cool, so in-depth character 
interaction isn’t missed all that much. 

The last adventure, “The Kweichow Exodus,” is 
even less character-oriented and more fast-paced, but 
it has the potential for some incredibly fun fist-flying 
action. The characters are asked to help guard an 
expedition full of archaeological finds from deep 
inside China. The expedition is headed to Hong 
Kong, where the leaders intend to take the ship to the 
West. Unfortunately, everybody and their dog wants 
what the characters have, and aren’t going to take 
“no” for an answer... 

All three adventures are written for group play, 
though “On Ice” would probably work best with only 
two or three players. The great thing, however, is that 
it doesn’t let the presence of so many “heroes” affect 
the underlying mood of the Indiana Jones movies. It 
doesn’t matter if you don’t have Indy himself around. 
The action is well-paced, the sets are lively (from the 
mountains of China to the back streets of Chicago) 
and the feel is definitely reminiscent of those three 
films we all know and love. And pulling it off in a way 
that includes all the players is quite a feat. 

The man with the hat is back. With the Indiana 


Jones Adventures, West End has brought pulp ’30s-era 
EAE pulp 


role-playing back up to speed with the rest of the 
industry. 






INDIANA 
JONES: ADVENTURES 
RESCUES GOOD OLD 
FASHIONED THIRTIES PULP 
FROM THE ASH HEAP OF 
GAMER HISTORY 














DEADLANDS: THE QUICK 
AND THE DEAD 


e BY SHANE LACY HENSLEY AND 
JOHN HOPLER 


e PUBLISHED BY PINNACLE PRESS 
° 144 PAGES 

¢ $25.00 

e REVIEWED BY JAMES MACDUFF 


A small confession: I’m not terribly fond of 
Deadlands. In fact, | consider it a blown opportunity 
of breathtaking proportions. The basic rulebook was 
drowned in hundreds of pages of mind numbing rules, 
while the groundbreaking setting was lucky to get any 
attention at all. Did they really believe that poker 
hands and multiple twelve-sided dice were going to 
endear them more than the undead gunslingers their 
promotions had promised? Did they want to minimize 
the obvious efforts put into realizing their vision in 
favor of yet another set of wordy charts? And hey, 
what is your problem with the letter “G”, boys?! 

Then, just when | had written Deadlands off as a 
complete loss, they went and redeemed themselves. 
The Quick and the Dead, the first major league supple- 
ment for the game, finally fulfills our high expecta- 
tions. Part player's guide, part GM handbook, The 
Quick and the Dead is nothing so much as a continua- 
tion of the basic rulebook. It eschews rules in favor of 
a rich and detailed account of the Weird West; back- 
eround, history, characters — everything that was 
missing from Deadlands thus far. 

The vast majority of TQO&TD is comprised of 
“The Tombstone Epitaph’s Guide to the Weird West,” 
a history and geography lesson presented as a dime 
novel. The “Guide” gives a rundown on the develop- 
ments between the United and Confederate States, 
the rise of the Indian Nations, and the foreign incur- 
sions from such countries as France and Mexico. 
Railroads are dealt with in some detail, and their 
effects on the politics of the region are thoroughly 
explored. The authors demonstrate a strong under- 
standing of the railroads’ impact on the development 
of the historical Old West, and how it might be twist- 
ed in this supernatural alter-ego. Politics are equally 
well developed, especially the impact of the upcom- 
ing 1876 election in the wake of continuing Civil 
War. Both elements go a long way towards establish- 
ing the background of the Weird West. (As a side 
note, however, I was frustrated that the slavery issue 
wasn’t dealt with. Considering the morality of the 
institution and how important slavery was to the 
Confederate economy, its presence or absence in the 
Deadlands world needs to be addressed.) 

The “Guide” also covers the geography of the 
Weird West, from the Maze of California to the mad 
scientist-infested Salt Lake City. Three towns — 
Deadwood, Tombstone and Dodge City — are singled 
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out for special attention, with detailed maps, charac- 
ter sketches and ready-to-play adventures.Marshalls 
can set up shop in any of them with no trouble at all. 

And the spooky stuff? That’s here in spades. Texas 
homesteads besieged by zombies, sinister secrets in 
the city of Lost Angels, new and interesting diseases 
that SHADIS’s family-friendly format precludes dis- 
cussing — it’s all in the “Guide”, in hideous gut- 
wrenching detail. The supernatural aspects of the text 
best illustrate the unique flavor of Deadlands, mixing 
the eerie mood of horror with the themes of classic 
Westerns. Absent from the basic book, that mixture 
comes to glorious life here. 

The presentation of the “Guide” helps the atmos- 
phere a great deal. It reads very authentically, with 
the fictitious author telling us Back East Tenderfoots 
how to survive in the Badlands. Printed on a back- 
ground of “cheap paper,” it lends more to the game’s 
mood than all those missing “G"s put together. 

To be sure, TO&TD has more than just the 
“Guide” between its pages. Unfortunately, the rest of 
the book isn’t nearly as engaging, falling back on 
more traditional supplement grist. Advantages and 
flaws, GM tips, new character types (with handsome 
artwork provided by Ron Spencer) — it’s all been 
done before, and while competent, doesn’t have near- 
ly the wit and polish of the “Guide.” 

But be thar as it may, TO&@TD still has more than 
enough to recommend it. Everything that the 
Deadlands rulebook was lacking — setting, atmos- 
phere, a handy rundown of the terrific game world — 
this one has. For anyone planning to run a Deadlands 
game, this book is an absolute necessity. Bright, imag- 
inative, and full of flavor, The Quick and the Dead 
brings this surprising RPG up to speed, and finally jus- 
tifies it as the most innovative game since Vampire. 
Those of us who had consigned Deadlands to the 
boneyard will be happy to know that it’s as hard to 
keep down as its undead protago- 
nists. Hallelujah. 





THE QUICK AND 
THE DEAD CUTS THROUGH 
THE MORASS OF DEADLANDS 
RULES TO THE GAMES TRUE 
STRENGTH — ITS SETTING. 
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GREAT OLD ONES 
eBY THE DARKEST OF THE HILLSIDE 


THICKETS 

°62 MINUTES 

515.00 

eREVIEWED BY MARCELO A. 
FIGUEROA 


I used to work in a game store; one day the store 
got solicited to sell a music CD by a virtually 
unknown Canadian band described as “Crhulhu 
Punk.” The band was called The Darkest Of The 
Hillside Thickets; it was their fourth album, but their 
first CD. The album was Crhulhu Strikes Back, and it 
became one of the best additions to my CD collec- 
tion. | mean, hey, if it had anything to do with 
Crhulhu, it had to be cool! 

The best way to describe this band, beside the title 
“Cthulhu Punk,” (they like to consider themselves 
“Pop Punk”) would be a very unique blend of the 
musical stylings of Bad Religion and the humor of 
Gwar. The music isn’t exclusively Lovecraftian, but 
you can hear the lyrical influence. Of course, it’s bla- 
tantly obvious in songs like “One-Gilled Girl” (the 
Deep One love song), “Chunk,” “Flee,” and “Yog- 
Sothoth.” 

Their recently released fifth album, Great Old 
Ones, is primarily a compilation of songs from their 
second and thrid albums, Hurts Like Hell and 
Cthulhuriffomania (Tapes from their first album, 
Gurggle, Gurggle, Gurggle, have supposedly disap- 
peared. Cthulhoid conspiracy? You be the judge.), but 
it does have three new songs, as well as two live 
recordings from Cthulhu Strikes Back. Included in the 
jacket are the lyrics, which show the range of lead 
singer Toren Atkinson’s humor and talent for 
Lovecraftian style. Twenty two tracks of sanity losing 
fun! 

The first seven tracks are the earliest recordings 
still around; from them, it is very evident that these 
guys were never just another garage band. All of these 
tracks are pretty straight-forward punk music. My per- 
sonal favorite is track one, “Tarred And Feathered.” 
It's a song about someone who digs torturing people, 
and although I don’t condone torture (to say the 
least), it has a rhythm that’s very catchy. 

The next ten songs are from Cthulhuriffomania, 
and represent the very best the Thickets have to offer. 
My personal favorite here is “Colour Me Green,” a 
Cthulhoid outlook on life using color as metaphor. 
This is one song that deserves some serious radio air 
play. However, it only overshadows other greats like 
“A Thousand Fists,” “Big Robot Dinosaur,” “Rocket 
Science,” and “Mustard Gas” by a very fine line. 

The remaining five songs are the live tracks and 
new stuff. The new ones prove that the Thickets have 
added endurance to their talent, displaying depth and 
versatility that goes beyond the merely gimmicky. 
“Please God No,” “Six-Gun Gorgon Dynamo (a song 
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about Shub-Niggurath),” and a faster, more punk, 
cover of The Police’s “Walking On The Moon” all 
have a quirky style that grows on you the more you 
listen (much like fungus on the wall). 

The biggest difficulty the Thickets have is people 
taking them seriously. Their look and focus’ suggest a 
gimmicky garage band, throwing out one-note songs 
until their schtick is beaten into the ground. But 
nothing could be further from the truth. Musically, 
these guys are very talented, and the quality of their 
playing is nothing to scoff at. Although the guitar 
(Warren Banks), and bass rhythms (Bob Fugger) are 
as basic as any other three cord rock song, their work 
has very bouncy tempos, which goes a long way. A 
consistent tempo is a refreshing change from the 
usual broken tempo of the generic “alternative” music 
that saturates the market these days. 

The drumming (Jordan Pratt) is solid, tight, and 
euides the flow of the music tremendously. As for the 
singing, I don’t expect Toren Atkinson to do Man of 
La Mancha, but he and his brother Merrick (back up 
singer), have great voices. They're better singers than 
most of the “alternative” garage screamers out there, 
that’s for sure. Their voices blend beautifully with the 
music, and create an overall impression that is both 
engaging and professional. Lovecraft fans in particu- 
lar will get a groove from their work, but any music 
lover can find something to like about them. 

I consider myself a music aficionado, and own a 
fair number of CDs, but if I were stranded on a desert- 
ed island with only a few, | would want Great Ola 
Ones with me. This is the greatest band you've never 
heard of, and they should age very well as time goes 
on. The back of the album says, “in this incarnation 
we can rest assured that the bulk of human fodder will 
not take us seriously, nor pay us undue heed.” Prove 
The Darkest Of The Hillside Thickets wrong. Add 
this CD to your collection. Crhulhu says so! 





THE DARKEST 
OF THE HILLSIDE 
THICKETS ARE AMONG THE 
MOST... ORIGINAL BANDS 
YOULL EVER HEAR. 
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It’s a pity that West End has decided to put their 
Indiana Jones line on hiatus while they spend the rest 
of the year riding the Star Wars tsunami to shore. It’s 
a great game that manages to capture the essence of 
the movies without playing favorites. And let’s face it, 
who hasn't heard that name and felt just a little bit of 
adrenaline? Who hasn’t wanted to be Indiana Jones? 
To do the things he did; to save the world like only he 
can! 

The problem with the game however, is similar to 
the one that plagues the Star Wars RPG. The game 
allows Indy’s fans to play fellow 1930s-era treasure 
hunters, but not Indy himself. This concept begs the 
question “What are the characters looking for? What 
could possibly be as cool as the stuff Indy found?” 

Well, the Indiana Jones Artifacts book (IJA) pro- 
vides the characters with something to find. [JA is an 
impressive book. Delving into history, mythology, and 
legend, the book presents a wide array of artifacts and 
treasures, placed in secret locations around the world, 
just waiting to be discovered by the players. 

The skeptic will ask how impressive could these 
possible be. Can anything be as impressive as the 
Holy Grail? How about the Fourth Nail, on page 72. 
According to legend, Jesus Christ was to be crucified 
with four nails, but a gypsy stole one of them to fix his 
wagon, inadvertently saving Christ a little suffering 
(and for this service, so the legend goes, all gypsies 
were forgiven the sins of lying and stealing ever after). 
The nail is said to possess supernatural powers, and is 
rumored to reside somewhere in Romania. 

“That's great,” the skeptic will sneer, “but what 
about more localized artifacts, like the Sankara 
Stones?” The Stones were holy to the Indian Hindus 
that Indy encountered in The Temple of Doom, and 
one of them served as a focal point for village wor- 
ship. While not possessed of any particular power, Jim 
Bowie's knife (on page 26) would certainly serve as a 
focal point for the pride of Texans everywhere. On a 
more supernatural note, John Henry’s hammer (page 
20) is said to protect trains traveling the Allegheny 
route from accidents — but only as long as it remains 
with the body of the big man who carried it in life. 

Glaring for a moment, the skeptic will then bring 
out the big gun: that artifact of artifacts, the Ark of 
the Covenant. Well, the Trident of Shiva (page 61) is 
pretty impressive, as is the Ankh of Osiris (page 7), 
but if you’re a GM who wants to put some serious fear 
into your players — fear of powers far beyond those of 
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mortal ken — have them go searching for the Mortar 
and Pestle of Baba Yaga (page 51), in the heart of 
Russia. The Mother of Wicked Witches is very pos- 
sessive of her toys; you can send the players after 
them, then watch them try to escape near-certain 
doom when the “Little Grandmother” shows up to 
take them back... 

There’s a huge variety of artifacts discussed in IA, 
as detailed and rich in adventure possibilities as these 
are. They aren’t limited to Europe, Asia, and the 
Americas, either. There are also sections dealing with 
the treasures of the Middle East (wouldn't it be cool 
to discover Aladdin’s lamp?) and Africa (ditto Shaka 
Zulu’s headdress or the armor worn by Alexander the 
Great). Within the individual listings are details on 
the item’s history, attached rumors, suggested powers 
(and/or curses) the owner or wielder of the item 
might gain, a section on who wants it (ranging from 
occult societies to those incomparable bad guys, the 
Nazis), and possible adventure hooks dealing with the 
item. Some of the item details even include cryptic 
maps for players to decipher (but “X” never, ever 
marks the spot). Adventure ideas practically scream 
out from the pages, and an enterprising GM could 
design an entire campaign starting with just a few 
entries from this book. 

As a final comment, the treasures in Indiana Jones 
Artifacts could, with a little tweaking, easily find their 
way into a Call of Cthulhu campaign. Some of these 
could give CoC characters a much-needed big gun, 
while some could just be used to throw the characters 
off with a game session that has nothing whatsoever 
with the Elder Gods. 

Indiana Jones Artifacts is an awesome book. Fans of 
the films, fans of mythology and legend, and fans of 
the genre will all love it. 
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AS OTIS TOLD ALEX ROGAN IN THE LAST STARFIGHTER, “THINGS CHANGE, ALEX. 
| ALWAYS DO!" TO PROVIDE A CONFIRMATION TO THAT PROFOUND STATEMENT, |OFFER ff 
’ THE FOLLOWING: TSR CURRENTLY PLANS TO END RAL PARTHA’S LICENSE TO MANL- i 
FACTURE AND DISTRIBUTE MINIATURES FOR AD&D AND OTHER TSR ROLE-PLAYING , 
I GAMES ~ A LICENSE THAT RAL PARTHA ENTERPRISES HAS HELD FOR MANY YEARS. i 
J IT'S LIKE HEARING THAT YOUR PARENTS ARE GETTING A DIVORCE AFTER 20 YEARS OF 
SEEMINGLY HAPPY MARRIAGE. THE SHOCK... THE BETRAYAL... THE MARKETING NIGHT- 
B MARE. SHOULDN'T THEY SEE A COUNSELLOR BEFORE MAKING SUCH A FINAL DECISION? 
J] SHOULDN'T THEY ASK FOR OUR APPROVAL? SHOULDN'T | STOP CARRYING ON S02! I 
SORRY. IT'S JUST THAT RAL PARTHA HAS BEEN MAKING AD&D FIGURES FOR AS LONG 
BAS 1CAN REMEMBER. DIDN'T IT BEGIN WITH THOSE 3-STAGE FIGURES AND SOME COOL i 
i MONSTERS? EVEN BEFORE D&D OR AD&D LICENSES WERE THOUGHT ABOUT, WAY BACK J 
IN THE LATE 70'S, SOME OF MY FIRST FIGURES FOR D&D WERE RAL PARTHA. (™ = ee ee ee ee 
Le eee ee mee es sets ss es ss es ems ems ems WHAT DOES THAT MEAN FOR RAL PARTHA? NOT AS MUCH AS WE 
i MIGHT THINK. FROM WHAT | UNDERSTAND, PARTHA WILL STILL BE fj 
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I reIBUTING THE FIGURES THEMSELVES, IT DOES, HOWEVER, SHRINK 
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IS TOOLING UP THEIR PROPRIETARY LINES TO OFFSET THE LOSS OF 
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of aa REST OT a , YOU'D CONSIDER HARD ON THE EYES. 
EACH OF THESE RELEASES CONSISTS OF 6 FIGURES, WITH AT eS er a ee See ee aly = 
IJ LEAST TWO DIFFERENT POSES (MOST HAVE THREE DIFFERENT > — | 
POSES), ALL SCULPTED BY CHRIS FITZPATRICK, AND EACH BLIS- z= 
I ree costs $7.95 (AN AVERAGE OF $133 PER FIGURE) i 
I] TAKE A LOOK BELOW AND THINK ABOUT WHAT A GREAT ARMY | 
YOU COULD PAINT WITH FIGURES LIKE THESE. 
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| The 1997 Council of Lorien 
Championship. will.be held Oct. 
10th -12th i in Tampa, FL in 
conjunction with Necronomicon. 
An open tournament anda \, 
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The Champion receives a 
custom replica of the Dwarven 


Ring 0 Durin’s Tribe. A sample 
‘of thé ting will be on display at 

the ICE booth at Origins™ and) 

GEN Con®. The ring is DENVER 
handcrafted in 14K gold with a 
Celtic knotwork design and clear cut 
gemstone. The interior of the ring will 
be. inscribed “Lorien, “97”. Special 
items of recognition will be awarded to 
all semi-finalists and finalists. : 

The Champion * “ee 

and the Runner-up 
will represent. The 
Council of Lorien. 
at the 1997» 
MECCG World 
Championship to 
be held in Spain 
in January of 
1998. Expenses 
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Middle-earth: Collectible Card Game™ is published by Iron Crown Enterprises, Inc. (ICE). 


Copyright © 1995-1997 ToLKIEN ENTERPRISES, a division of THE SAUL ZaENTz Company, Berkeley, CA. 


Middle-earth: Collectible Card Game, Middle-earth: The Wizards, Middle-earth: The Dragons, 
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Middle-earth: Dark Minioris, Middle-earth: The Lidless Eve, The Hobbit, The Lord of the Rings, and Middle-earth—and all 


character and places therein, are trademark properties of ToLKfen Enterprises. Gen Con is a registered trademark of TSR, Inc. 
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Origins is a registered trademark of the Game Manufaturers Association (GAMLA), All rights reserved, 
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This is David’s first game 
of Magic™ and he’s about to 
be crushed. The ugly truth 
has set in. 

David has no clue how 
to play Magic. 

He tried to block a Fireball 
with Mana Flare. He declaredut®™~ ~ 
his enchantments as attack E 
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upkeep. bs 


Portal” is an introductory 
Magic set designed to give the 
Davids of the world a fighting 
chance. 

It’s compatible with Magic, 
but easier to learn and play. 

If you know someone like 
David, someone with this == 4 
problem, get him the help | 


he needs. 
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